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DEALING WITH DEMONS 
Lesser Demons in RO 


NEW WORLDS OF ADVENTURE 


Who will you be? 


Starship captain, explorer, soldier take ao sed Se : Starter Editi 
, . sae ence fict: er Edition 
of the future, space pirate, spy, to the distant worlds of Wie estoy ae 
Imperial scout . . . become any . @ 
science fiction character! LER 
Where will you go? The Game of the Far Future ae 
A 


A 
Distant planets, underground 
cities, ancient alien ruins, the 
edge of the universe . . . journey 
to any science fiction destination! 


What will you do? 


Build your own starship, explore 
the universe, battle alien armies, 
save the galaxy or destroy it... 
create any science fiction 
experience! 


Game Designers’ Workshop 3 or more players, 


ages 12 and older 


Traveller is science fiction role- friends set off to explore the This package contains 2 booklets 

playing, a game where you galaxy. totaling 96 pages of rules, descrip- 
become the hero or villain. Each tions, information, and adventure 

player is a character of the future This special Starter Edition con- _— material, a two-sided map, and 

. . . some smart, some strong, tains all the rules you need to two dice. These abridged rules 


some brave . . . and each player __ learn and play ‘raveller, as well as are compatible with GDW’s com- 
decides what his or her character an adventure that you can play as_ plete line of more than thirty 
will try to do. You learn from the soon as you learn the rules. With = ‘raveller adventure booklets, 


rules about spaceships, laser this Starter Edition, you can also —_ hardcover books, and boxed sets. 
guns, computers, alien creatures, create and play hundreds of other For three or more players and a 
and more; then you and your science fiction adventures. referee, ages 12 and up. 


TRAVELLER—- THE GAME OF THE FAR FUTURE © 


Copyright © 1983 by Game Designers’ Workshop, Inc. 
Published in the UK under licence from Game Designers’ Workshop, Inc. by Games Workshop Ltd., London. 


Come to Me 
Man-Things 


Adventures begin here at GAMES 
WORKSHOP MAIL ORDER. 

A vast horde of games and 
play-aids where |, Agaroth the 
Unwashed, and my minions, labour 
to deliver the item of your choice 
within 7 working days of the 
receipt of your order. 

NOW READ ON... 


NEW GAMES WORKSHOP 
CATALOGUE PUBLISHED! 

At last you can obtain a complete 
52 page illustrated guide to the 
games Games Workshop sells. — | 
Inside you will find descriptions of § 
over 600 games, play-aids and 
boxed figure sets, plus THE 
SEPTEMBER/OCTOBER 
MAILING CLUB NEWSLETTER 
complete with caption reviews, 
news of future releases, and great 
special offers too. OUR GUIDE 
TO YOUR GAMES COSTS JUST 
50p + 20p P&P. 


START ADVENTURING WITH GAMES WORKSHOP MAIL ORDER TODAY! 
During September 1983, this selection from our range of new releases are post free to UK gamers 


RUNEQUEST 


The Big Rubble 
Griffin Mountain 


CALL OF CTHULHU* 
The Asylum 
The Cthulhu Companion 


TRAVELLER* 


CAR WARS* 
Autoduel Champions 
Car Wars Reference Screen 


GAMES WORKSHOP 
Warhammer 


* Available in mid-September 


GAMES WORKSHOP 
MAIL ORDER, 
27/29 SUNBEAM ROAD, 
LONDON NW10 6JP 
Telephone: 01-965 3713 


Please mention White Dwarf when replying to advertisement 


OTHERWORLD ARTIFACTS 
SET 6: CASTELLATED WALKWAYS 
(Designed by C.J. Bulis B.A. [Architecture] ) 


. Ps 
This set builds onto the large gateway and 20 scale ft. walling system 
introduced with Set 5 and is another addition to our 25mm scale 
range of gaming and modelling accessories. 
Included in this set are 125 scale ft. of castellated walkway sections 
of various sizes, intended for use with two lines of walling with outer 
faces set 10 scale ft. apart. Additional wall sections with their base 
blocks are also included to add to those from Set 5 to support a 
maximum length of walkway. 
There are also two 20 scale ft. archways that can be glued to a walk- 
way section to “carry’’ it over the Set 5 gateway and extension 
steps to the staircase from Set 5 to allow access to the walkway level. 
Boxed Set 6 costs £9.75 inc. p&p. 
If two or more sets are ordered, deduct £1.00 from the total cost. 
For fully painted sets, add £2.00 per set. 
ORDERS TO: Otherworld Artifacts, Westmount House, 
49 Kingston Lane, Southwick, W. Sussex. (Tel: Brighton 595353) 
Please allow 28 days for delivery. 
Overseas orders: Please add 50% for post and packing. 
CATALOGUE NOW AVAILABLE - 50p inc. p&p 
Barclaycard/Access accepted TRADE ENQUIRIES WELCOME 
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GAMES ROOM 


MAIL ORDER and RETAIL SHOP 
SPECIALISTS FOR THE SERIOUS GAMES PLAYER 
SHOP HOURS: 9.30-1.00 & 1.30-5.30 Monday to Friday 

5, Braunstone Gate, Leicester LE3 5LH 


Tel: (0533) 549182 


ere 


A. DRAGON RING in solid bronze or nickel silver ......-........ £3.95 


B, EAGLE RING in solid bronze or nickel silver .... oaietaiacaipimore £3.95 
C, SKULL RING in solid bronze or nickel silver . . . . 73, £3.95 
D. RIEDER’S AXE PENDANT in antiqued pewter 5cm long and complete 

with chain . £2.95 


E. HAND OF DEATH PENDANT in antiqued pewter 3cms long and complete 
with chain , ‘ éidleiee a's fal vibira sO bajo lebsbya 

ALL POST FREE. CHEQUES payable to RIEDER DESIGN please. 

CATALOGUE for Wargames * Science Fiction * Fantasy * Role-playing Games * 

Figures & Models * Paints & Accessories * Family Games * Sports Games * Chess * 

Traditional Games * Jigsaws * Magazines * Puzzles * Computer Software 
Send an SAE and 20p in stamps 
DISCOUNTS: Mail Order and visitors receive a discount card worth 72%. Clubs & 
schools on application, may have a discount card worth up to 15% on bulk purchases 


Games Workshop 
Foretells the Future 


At Games Workshop we have the latest scenarios, 
supplements, play-aids and miniatures. We can also 
tell you about future developments in the games 
you want to play and up-coming figure releases. 
Next time you visit us in London, Birmingham, 
Manchester, Sheffield and Nottingham, find out 
what's happening in your hobby and pick up a free 
information leaflet too. 

WHAT’S NEW AT GAMES WORKSHOP DURING 
SEPTEMBER? 


£2.95 


Call of Cthulhu: The Asylum * Cthulhu Companion 
* Chaosium’s Superworld * Iron Crown's Northern 
Mirkwood * Traveller: Supplement 12 Forms and 
Charts* Supplement 13 Veterans* Tarsus * Traveller 
Adventure * Hero Games: Espionage * Star Fleet 
Battles: SFB Commanders’ Rulebook * Car Wars: 


at 


Autoduel Champions Reference Screen ~* 
AND MORE 


GAMES WORKSHOP STORES ARE NOW OPEN AT: 

* Unit 37, Birmingham Shopping Centre, Birmingham B2 
Tel: 021-632 4804. Monday-Saturday 9.30-5.30 

* 1 Dalling Road, Hammersmith, London W6 

Tel: 01-741 3445. Monday-Saturday 9.30-5.30 (7.30 on Thursdays) 
* 162 Marsden Way, Arndale Centre, Manchester 

Tel: 061-832 6863. Monday-Saturday 9.00-5.30 

* 41a Broadwalk, Broadmarsh Centre, Nottingham 

Tel: 0602-585744. Monday-Saturday 9.30-5.30 

* 95 The Moor, Sheffield 

Tel: 0742-750114. Monday-Saturday 9.30-5.30 


GAMES WORKSHOPS 


GAMES DAY 33 


BEAT THE GAMES DAY CRUSH - ENROL 
EARLY FOR THE GAMES DAY DRAW 

Entry to Games Day Competitions events has, inthe 
past, been a bit of a struggle. This year we are going 
to change all that, and here’s how: on November 5th 
all prospective players will be issued with a draw 
ticket. Their name and number will then go into a 
pool from which the players and reserves for the 
Official Competition events will be drawn. A 
second draw will then take place to allocate players 
to the Invited Competition events. 

We invite you to enter your name for the draw in 
advance, and so avoid the Games Day queues. All 
names received during September 1983 only, will 
be used for a special preview draw that will fill the 
first round of each of the competitions listed below 
to ensure a promt start to Games Day. These 
players will be informed by post during the third 
week of October. Undrawn names will then go 
foward to the November 5th main draw. 

To join the preview draw, simply complete the 
coupon below and send it, together with an SAE to: 


Games Day ‘83 is going to be two great games 


playing days: Games Workshop, Games Day Competition Entry, 
27/29 Sunbeam Road, London NW10 6JP. We'll 
* Live Action Fantasy Battles with send you your player number using the SAE. 
Treasure Trap 
%& The Sunday Roast - come and see OFFICIAL GAMES DAY COMPETITION EVENTS 
lan Livingstone, Steve Jackson and TSR’s Official Games Day ‘83 AD&D Competition 
Don Turnbull stew in their own juices eee for the Chalice of St. Valeron, character 
j . evels 1-4. 
i tae Saeed oes bg nage Official Games Day ‘83 RuneQuest Competition 
: y y a Adventure on behalf of the Questworld Cult of 
%& The Fanzine Stand the White Star. 
* The Great Games Day Auction Official Games Day Traveller Competition 
* Painting Competition - single and multi- Official Games Day Battlecars Competition 
figure classes Featuring 20mm scale Battlecars, terrain and side- 
* Competition, participation and bets for the spectators! 
demonstration events featuring adventure, Official Games Day ‘83 Golden Heroes Competition 
board and computer games Experience of super-hero comic books essential! 
GAMES DAY ‘83 p OFFICIAL GAMES DAY COMPETITION ENROLMENT = 
: | wish to enter my name for the Competition draw. | under- 
Saturday November Sth al bifocal fi stand that should my name not be drawn for the Official i 
Sunday November 6th 10.00am - 5.00pm AD&D, RuneQuest and Traveller events, it will go foward to 
The Royal Horticultural Society’s New Hall, [ the draw for Invited AD&D, RuneQuest and Traveller events. [ 
Greycoat Street, London SW1 I | enclose an SAE for my draw number. [ 
ADMISSION £1.25 per day NRE cewctriantak ere ice cae en ess whch 
f ADDRESS: cincicn a4 2 5% rene # EA ee WE He & a ee l 
A ca ghcri pe PunreAeiie eb ccak Gah big ets aSoa kids [ 
Ei pera sae eee geiei ne da veedaite bans thackwiuw tee f 


| wish my name to be entered for possible play in the 
following competition(s): 


f 
ADad:[_ | RuneQuest:[ _} Traveller:[ _] 
i 
i 


SEE NEXT ISSUE 
FOR A PREVIEW OF 
EVENTS AT 
GAMES DAY 


Battlecars: [ | Golden Heroes: [ | 


“ Players who enter the draw on this coupon and then l 
duplicate their entry on November 5th will be disqualified i 
from the draw. 


°We have 
something 
for everybody 


a 
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GAMES SHOP The Game of the Far Future 


We now stock 
TORCHLIGHT 
FANTASY PRODUCTS 


as well as 
Dungeons & Dragons * Traveller and most 
RPGs and supplements. War Games * 
i 4 Science Fiction Games * Figures * Bellona 
gue vw ‘y Scenery * Rulebooks 


EG A t 


818 LONDON ROAD, LEIGH-ON-SEA 
Tel: SOUTHEND 73308 
wees} Open 9.30-1.30 and 2.30-5.30. Closed Mondays 


YOU ARE INA iff 
COLD, DARK Mountain 
ROOM... 


You hear a steady, regular shuffling sound 
and an occasional grunt which tells you 
that something else is here with you. But 
you cannot see what it is! 
By RUDY KRAFT 

The hair on your neck rises in anticipation. You @ GREG Srurrony 
break out in a cold sweat. Terror strikes deep into 
your very soul. You must act quickly — but what 
will you do? 


Will you 


a) Feel around the walls for a light switch? (Turn 
t e 39) 
b) Pewee weapon and strike blindly at the plus new supplements for 
-named h ? (Turn to page 40) 
Seperate) Guninc ce is Traveller, Star Fleet Battles, 
Call of Cthulhu and Car Wars 


Turn to the page indicated in one of the above 
options to find the results of your decision. 


at these shops in September: 
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BERKSHIRE 


ASCOT Tel :(0990) 20983 
JACKSON'S TOY SHOP LTD. 

55 High Street, 

Ascot, Berks SL5 7HP 


Open Mon-Sat 9.00am-5.30pm 


Largest selection of games in the area 


CHESHIRE 


CHESTER Tel :(0244) 24900 
ARTS AND CRAFT STUDIO 

14, 15, 16 St. Michael’s Row, 

Chester CH1 1EF 


Open Mon-Sat 9.00am-5.30pm 


CLEVELAND 


MIDDLESBROUGH 

THE GAMES STORE 
161 Linthorpe Road, 
Middlesbrough, Cleveland 


Tel:(0642) 247553 


Open Mon-Sat 9.30am-5.30pm 


Discount scheme for Clubs and Games 
Groups, plus player contact board. 


GREATER MANCHESTER 


MANCHESTER Tel:(061) 273 6666 
ODYSSEY 7 
Science Fiction Bookshop, Unit 7, 
First Floor, Manchester University Precinct 
Centre, Oxford Road, Manchester 

Open 9.30am-5.30pm Mon-Sat 
Specialists in SF Books, Film, TV, American 
Comics & related items. FGU Games, Chron- 
icle Miniatures, Gem & Fireball Dice. Large 
premises. The Precinct Centre is just % mile 
down Oxford Rd. at junction of Booth St. 


HAMPSHIRE 


SOUTHAMPTON 
PASTIMES 11 
East Street Shopping Centre, 
Southampton 


Tel:(0703) 21789 


Open 9.30am-5.00pm Mon-Sat 


Largest choice of games in the area 


HEREFORDSHIRE 


HEREFORD 
D&D MODELS 
23 Church Street, 
Hereford 


Tel :(0432) 58795 


Open 9.00am-5.30pm. Thurs. close 2.30pm 


LONDON 


LONDON 

GAMES WORKSHOP 
1 Dalling Road, 
Hammersmith, London W6 


Tel:(01) 741 3445 


Open Mon-Sat 9.30am-5.30pm 


SPECIAL LATE NIGHT OPENING TILL 
7.30 ON THURSDAYS, discount scheme 
for clubs and games groups, plus player 
contact board, 


WEST MIDLANDS 


COVENTRY 
D.W. GAMES 
Shambles Arcade (inside) 
21 Hales Street, Coventry 


Tel:(0203) 24612 


Open 9.00am-5.00pm, Closed Thursdays 


10% discount to students (NUS card holders) 
over £5.00. 10% with this advert, over £5.00 


NORFOLK 


NORWICH 
THE GAMES ROOM 
29A Elm Hill 


Tel :(0603) 28140 


Open 9.30am-5.30pm 
Monday-Saturday 


East Anglia’s Favourite Games Shop 


NOTTINGHAMSHIRE 


NOTTINGHAM Tel: (0602) 585744 
GAMES WORKSHOP 

41a Broadwalk, 

Broadmarsh Centre, Nottingham 


Open Mon-Sat 9.30am-5.30pm 


Discount scheme for clubs and games groups, 
plus player contact board. 


SCOTLAND 


GLASGOW 
FUTURESHOCK 
200 Woodlands Road, 
Glasgow G3 6LN 

We have the fu// range of new US and British 
SF paperbacks, comics and media mags. 
Together with thousands of back issues, 
secondhand titles, posters, portfolios, hard- 
backs, T-shirts, plus a substantial range of 
SF & Fantasy games, magazines and figures. 
SEND 12%p STAMP FOR CATALOGUE 


SOMERSET 


KRCipRs 


Tel:(041) 333 0784 


Open 6 days a week 
10.00am to 5.30pm 


158-159 East Reach Taunton 
Tel: 85630 


STREET Tel:(0458) 46019 
(out of business hours) 
A PARALLEL UNIVERSE 

132 High Street (rear of Bruno’s Hairdressers) 


Street, Somerset 
Open Saturdays only - 9.00am-5.30pm 


Also stockists of SF/F Books, Comic Art, 
Posters, etc. 


STAFFORDSHIRE 


STOKE-ON-TRENT 
FANTASY WORLD 
10 Market Square Arcade, Hanley 

(opp. Lewis's), Stoke-on-Trent ST1 1NU 

Open 10.00am-5.30pm Mon-Sat. 
(Closed all day Thursday) 

As well as Role-playing Games, Rule Books & 
Miniatures, our 2 floors stock Sci-Fi Paper- 
backs, Comics, Rock Books & Film Mags. For 
directions & map see our full page ad. in WD 
43, or else send SAE requesting directions. 


Tel :(0782) 279294 
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SURREY 
CROYDON 
PAT‘S TOY SHOP 
2 Ye Market, Selsdon Road, 
South Croydon, Surrey 


Tel :01-688 6542 


Open 9.30am-5.00pm 
Closed all day Wednesday 


SUSSEX 


BOGNOR REGIS 
GOODACRES 

46 London Road, 

Bognor Regis, Sussex PO21 1PY 


Open Mon-Sat 9.00am-5.30pm 


Your Local Toy Master 
Toys and ‘Games Specialists 


HORSHAM 
GOODACRES 

6 Sterling Buildings, 
Carfax, Horsham, Sussex 


Open 9.00am-5.30pm Mon-Sat 
9.00am-5.00pm Thursday 


Your Local Toy Master 
Toys and Games Specialists 


SWANSEA Tel :(0792) 52877 
SWANSEA MODELS & HOBBIES LTD. 
Plymouth Street, 

Swansea SA1 300 


Open Mon9.30am-5.30pm; 
Tue-Sat 9.00am-5.30pm. 
Open to 6.00 Fridays 


Mail Order a speciality 


YORKSHIRE 


LEEDS Tel :(0532) 692617 
MAGPIE MODELS & COLLECTORS SHOP 
4 Regent Street, 

Chapel Allerton, Leeds LS7 4PE 


Open Mon-Sat 9.30am-5.30pm 


Mail Order available on Games, Figures 
and Accessories 


SCARBOROUGH 
THE STAMP SHOP 
34 St.Nicholas Cliff, 
Scarborough YO11 2ES 
Open Mon-Sat 10.00am-5.00pm 
10.00am-12.30pm Wednesday 


Tel:(0723) 65221 


AND ALSO AT: 
HOBBIES 15 Hanover Road, Scarborough 
Open Mon-Sat 10.00am-5.00pm 
Closed Wednesday 


TO ADVERTISE IN 
THE WHITE DWARF RETAIL GUIDE 
SIMPLY RING (01) 965 3713 
FOR FULL DETAILS 


BOXED SETS; 
from 


i) 


ROIC ADVENTURERS! CHAOS MARAUDERS! 


Enkalon of Garusa: Wizard 

Guardsman Toyne: Chaos Warrior 
Guardsman Heely: Chaos Warrior 
Chorsheema the Impaler: Goblin Champion 
Cormanti of Khorne: Evil High Priest 
Num-tin: Giant Hobgoblin Champion 
Arralrack: Ogre Champion 


Skarlos: Half-Elf Hero .- Phaidon Emiritus: Cleric 
Peregrine Redshirt: Wizard - Helen: Lawful Adventuress 
Odan Grimbeard: Dwarf Hero - Gavin: Lawful Knight 

Olaf Thorginson: Owarf Hero . Garlon: Lawful Knight 
Yamato-Talishi: Samurai 


1 

2. 
3. 
4, 
5. 
6. 
7. 


eheheheheieieiehd 19) each set post free *** trex 


Also new this month:~ 
GIANTS, ARMOURED ORCS, 


CREEPY CRAWLIES, plus TRAVELLER and 
NEW BROO in Blister Packs 

ne Send S.A.E. for full lists of all our new additions 
~—— or 50p and a large S.A.E. with 20}p stamp for our 


©. catalogue to: Citadel Miniatures, 10 Victoria St, 
Newark, Notts,. 


MAIL ORDER CHARGES: 

UK: Please add 50p p&p (min 50p, post free over £10) 
OVERSEAS: Please add 50% p&p (£1.00 min). 

Please make all cheques/POs payable to:- 

Games Workshop Ltd. 


10 Victoria Street, Newark, Notts. Tel: 0636 77495 
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All correspondence should be addressed to 
White Dwarf, 27/29 Sunbeam Rd, London NW10 6JP. 
Last issue’s cover was by Alan Craddock, not Jim 
Burns as credited. We apologize for the mistake. 


his issue bears a significant 
[ change in our editorial con- 

tent. Not one, not two but 
three cartoon strips are included. 
Few cartoon strips are liked by all 
people as humour varies from 
person to person. Please give our 
strips a chance to settle in, but 
give your initial reactions by 
answering question 1 in The 
Reader Strikes Back on page 37. 
| hope you take the trouble to 
complete the questionnaire as 
we would rather react to con- 
structive criticism than publish 
material that we think you will 
like. Besides, we are all robots 
here and it is our duty to serve 
and obey! 


ba fegind 


SUBSCRIPTIONS: 

Please send and make remittance payable to: Games Work- 
shop Ltd, 27/29 Sunbeam Rd, London NW10 6JP. Tel: 01 965 
3713. White Dwarf is published monthly. Annual subscrip- 
tion rates are: UK - £10.00; Europe - £17.00; USA - $45.00 (air- 
mail); Other - £25.00 (airmail). BACK ISSUES of White Dwarf 
Nos 27, 30, 31, 32, 34-44 are still available at a cost of 
75p+25p p&p each; Europe (air) & elsewhere (surface) £1.50 
($3.00); USA & elsewhere (air) £2.20 ($4.00). 


SUBSCRIPTION NOTICE: 

Please note your personal subscription number shown on 
the envelope address label. Please quote this number in all 
future correspondence regarding renewals, queries, etc. This 
subscription number is held on our computer files, and fai- 
lure to quote it may result in delay when dealing with your 
query. 


FEATURES 


Dealing with Demons 


Dave Morris 


Part 2: The Lesser Demons in RuneQuest 


Stop, Thief!! 
The Thieves’ Toolkit in D&D 


lrilian 
Part 4 of the complete AD&D city 


Marcus L Rowland 


Daniel Collerton 


Thistlewood 
A Warhammer battle scenario 


Joe Dever 


The Reader Strikes Back 


Tell us what you want to see in WD through our Questionnaire 


DEPARTMENTS 


Open Box 


A look at some new games by independent reviewers 


Critical Mass 


editedbyDaveLangford 12 


Downbelow Expectations — book reviews 


Starbase ; 


edited by BobMcWilliams 16 


The Gate, a Traveller adventure cameo 


Thrud the Barbarian 


The first in a new fantasy cartoon strip 


byCarlCritchlow 18 


The Travellers 


The first in our new science fiction cartoon strip 


by MarkHarrison 19 


Letters 


26 


Readers’ views, questions and comments 


RuneRites 


edited by Oliver Dickinson 27 


Divination — some questions answered 


Fiend Factory 


edited byAlbie Fiore 32 


Plane Speaking — Para-Elementals in D&D 


Treasure Chest 


34 


Elemental Items: magic items to summon the Fiend Factory monsters 


News 


35 


What's happening in science fiction and fantasy gaming 


Super Mole 
The first in our new gossip column plus Gobbledigook 


36 


Small Ads 
Clubs, Help! and Classifieds 


OVERSEAS DISTRIBUTORS: 

USA: Hobby Game Distributors, 3215 W Lawrence Ave, 
Chicago, IL 60625. 

= RAFM Company, P O Box 62, Paris, Ontario, N3L 


Australia: Jedko Games, 18 Fonceca Street, Mordialloc, Vic- 
toria 3195, Australia. 

New Zealand: Blackwoed Gayle Distributors, P O Box 28358, 
Auckland, New Zealand. 


Contributions: The editor will be pleased to consider any pre- 


viously unpublished articles or artwork for inclusion in White 
Dwarf. Contributions should be typed, double-spaced on one 
side of the paper only. 
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All subject matter in White Dwarf is copyright of Games 
Workshop Ltd. 
All rights on the contents of this publication are reserved. 
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Independent reviewers take the 
lid off some current games. 


Dungithapeed ene 


Fantasy Adventu 


Tomb o of the Lizard 
——_ Mai Acres 
7 = 


re Module 
“hao 


Orrve rennm 


An Episodic Campaign: History, People, Adventure 


a ne ee ty pe 


WIZARDS 
The Avalon HillGameCompany £14.95 


Wizards is a moderately complex game 
for two to six players. The setting is a 
world of fantastical Enchanted Islands, 


OPEN BOX 


within which the players must seek six 
Sacred Gems and bring them to Ruktal, 
the Druid High Priest, so that he can per- 
manently banish the Evil Spirit from the 
world. The first player to achieve this 
epic goal wins the game. 

The beautiful artwork in pastel shades 
on the box cover is mirrored by the 
Beautiful and Exotic language of the 
Rulebook. The Introduction describes a 
sub-Tolkien struggle of Good versus 
Evil, in which Elves, Druids and Capital 
Letters abound. This pretentious style is 
retained througout and reaches its cli- 
max inthe Designers’s Notes, which ex- 
plain to the Awe-struck Reader that: ‘In 
Gaming, as in Ritual and Art, players act 
outtruths... When Wizards is played and 
these truths are acted out, their reality is 
established both in the Wizard's world 
andinourown world, andthe Game has 
Power to affect the course of events.’ 
Can we really improve the world by play- 
ing Wizards? 

Shed of its spiritual overlay, Wizards 
contains a mass of fine ideas. The 
players must first set up the board, 
choosing themselves the precise loca- 
tion of each Enchanted Isle. Each island 
is a full colour die cut tile, covering 19 
hexes of sea. This method of placement 
ensures that each game will be different, 
and also enables players to co-operate, 
so that the terrain is placed in the most 
advantageous positions. Unfortunately, 
a disadvantage is that the islands do 
tend to wander unexpectedly as players 
attempt to move their pieces. A clumsy 
wizard can make a shambles of the board. 

Next, the wizards must find an elusive 
High Wizard, Sorcerer or Ruktal, in order 
to become initiated into a Magical Order. 
After Initiation, players then have to 
accomplish Tasks, described on Task 
Cards, which are obtained from the 
player's mentor or through encountering 
the inhabitants of the Islands. Success- 
ful completion of Tasks increases a 
player’s Knowledge, Perception and 
Power and, when a certain number of 
points of each commodity has been 
reached, the player will rise a Level. 
When he reaches Level IV, the player 
may start to collect the Sacred Gems, 
and eventually, if he can avoid the 
despicable False Wizard who steals 
Gems, he can present them to Ruktal 
and claim the victory. 

Sounds simple, doesn’t it? Regret- 
tably, movement around the Enchanted 
Islands is complicated by Demons, Dra- 
gons and Traps, not to mention local 
boat shortages, which can leave a 
wizard stranded for days. Movement 
rates are slow compared to the dis- 
tances covered, especially as many 
Tasks involve visits to half a dozen or 
more widely separated points. Only in 
the later parts of the game do the players 
obtain ‘Transporting’ spells which 
greatly speed up movement. Players can 
also obtain animals which may help. 

Players must co-operate with each 
other for the good of the Enchanted 
Islands. Each fortnight of game-time the 
Evil Spirit will attack and spread Dark- 
ness over one island, making it impass- 
able. The players can thwart an Evil 
Spirit's attack for every ten Tasks com- 
pleted. Naturally, if all the Tiles are taken 
over by the Evil Spirit, all the players 
have lost, so there is a premium on 
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mutual assistance, such as rescuing 
each other from Traps or from being 
stranded on an Island without a boat. In 
fact, there is little other player interac- 
tion, and it is very difficult to hinder 
another player's progress. 

The Rules are not easy to understand, 
because there are so many special cases, 
which overrule the norms. For instance, 
a high proportion of the land hexes in- 
volve special movement and encounter 
rules, to which players must make con- 
stant reference. In a small number of 
places, the wording is slightly ambigu- 
ous, which can lead to misinterpretation 
and a great deal of wasted playing time. 

In terms of enjoyment, which is what 
really counts in a game, Wizards is a suc- 
cess. Though itis at times frustrating, at 
other times itis compelling and fascinat- 
ing. Itis nota game for the faint-hearted; 
one of our games took nearly ten hours 
from start to finish, and involved 26 
weeks of game-time (one turn lasts one 
day of game-time), though admittedly 
we were not experienced players. It is 
difficult to estimate play balance without 
playing the game several times, but the 
balance seems to swing wildly near the 
end of the game, as first one player and 
then another seems on the point of win- 
ning only to fail at the final hurdle. 
Rules: 5 Enjoyment: 8 
Playability: 7 Complexity: 6 


Skill: 6 Overall: 7 
Alan E Paull 

DUNGEON MODULES 

12—Tomb of the Lizard King £3.95 

13—Pharoah £4.50 

14—Oasis of the White Palm £4.50 

M1 —Blizzard Pass £4.50 


TSRiInc 


Brigands are wreaking havoc with the 
southern trade routes, merchants are 
wringing their hands and tearing their 
hair while demanding that the Count 
does something to put an end to this out- 
rage. The Count of Eor is looking for 
brave adventurers to eradicate the evil 
brigands and to seek out the power 
behind the attacks. /2— The Tomb of the 
Lizard King is a difficult adventure for 7-9 
characters of 5th-7th level designed to 
test a party’s mettle and playing skill. It 
is a fast paced adventure which kicks off 
with quite a bang or more accurately a 
roar. A short wilderness adventure fol- 
lows which leads players to the tomb. 
Here the real challenge begins. Make no 
mistake this is not an easy adventure to 
complete, players reluctant to risk their 
own characters are encouraged to play 
one of those provided with the module. 
Getting through with your own charac- 
ter is, however, worth it, there are some 
nice goodies to be had. Competent and 
experienced players will face a chal- 
lenge commensurate with their abilities. 
Failure to use those abilities to the full 
will prove fatal, the tomb is no place for 
blundering around in. 

DMs who enjoy hamming up their role- 
playing will have fun portraying the 
party’s guide to the tomb. He’s as looney 
as they come and likely to drive a party 
crazy. /2 suffers in places by sloppy 
printing; fortunately mistakes are fairly 


obvious and should pose no problems 
to a competent DM. A good module for 
those who enjoy challenging gaming 
sessions with plenty of opportunity to be 
cautious, thoughtful and aggressive. 

Modules /3 Pharoah (5th-7th level) 
and /4 Oasis of the White Palm (6th-8th 
level) are the first two parts in the Desert 
of Desolation series. Driven into the 
desert for a crime they did not commit 
the players soon become involved in 
some excellent adventure situations. In 
/2 they encounter the spirit of Amun — 
Re, Pharoah, cursed to wander the desert 
until his tomb is robbed. He begs the 
players to remove his Staffof Ruling and 
the Star Gem from his tomb so the curse 
can be broken. Built as a thief proof tomb 
the pyramid has so far lived up to its 
reputation, but who can resist the lure of 
the Pharoah’s wealth? The design of the 
pyramidis very imaginative and the use 
of wall carvings to provide background 
information to the adventure really 
brings it to life making it more than just 
a collection of rooms. 

14 sees the players arriving at the 
Oasis of the White Palm which is on the 
brink of turmoil. Shadalah the bride to 
be of the shiek’s eldest son has been kid- 
napped and the shiek believes her to be 
held by his enemies somewhere in the 
oasis. So the search begins as players 
role-play their way around the oasis try- 
ing to discover the missing Shadalah. 

13 and 4 contain wilderness maps and 
a number of smaller adventures which 
complement the main ones. Presenta- 
tion is high and a new format is intro- 
duced utilising a short paragraph to 
quickly describe how the adventure 
should be run. This is followed by dis- 
tinct listings of Traps/Tricks, Monsters, 
Treasures, etc. This system makes it far 
easier to find information quickly and 
reduced the chance of leaving some- 
thing important out in the heat of play. 

/3 and 4are both excellent adventures, 
they are imaginative, colourful and chal- 
lenging. If /5 The Lost Tomb of Martekis 
as good as these two the Desert series 
will be one of the best yet ranking with 
the Gand D modules. 

M1 Blizzard Pass is anew departure in 
module design. A solo adventure for a 
thief of 1st-3rd level, it uses the Basic 
Rules and deals with the thief’s attempts 
to cross Blizzard Pass. Instead of simply 
printing all the entries clearly TSR have 
opted for an invisible ink format. The 
module comes with a special pen and 
numerous blank boxes, by rubbing the 
pen over a box a hidden message is 
revealed. Otherwise a standard solo for- 
mat is followed. 

M1 is fairly easy to complete given a 
reasonable amount of luck (if you can’t 
hit anything you are going to die!) andis 
quite short. The invisible ink novelty 
soon grows a bit thin after you've tedi- 
ously filled in your 4th and 5th box. The 
module also contains a short and straight- 
forward adventure for a 2nd-3rd level 
party dealing with the exploration of the 
Pass. M7 is simply not as good as the 
Fighting Fantasy Gamebooks, which 
have the advantages of being consider- 
ably cheaper and longer. M1’s main ap- 
peal will lie with children; any just getting 
into D&D will no doubt greatly enjoy it. 

After a disappointing start in /7 [WD40] 
the / series is fast becoming one of the 


OPEN BOX 


best available. Presentation is high and 
the adventures are excellent. To anyone 
looking for interesting and exciting ad- 
ventures at these levels | recommend 
them most highly. At £4.50 M7 is hor- 
rendously overpriced and not worth con- 
sidering, it's just too much to pay for 
what you get. 


2 13 4 Mi! 
Presentation 8 9% 9% 7 
Playability 9 9 9 7 
Enjoyment 9210110 7 
Skill 10 8 9 5 
Complexity 7 8 8 5 
Overall 9 10 10 6 


Jim Bambra 


PAVIS: THRESHOLD TO DANGER 
Chaosium Inc £14.95 


| should begin by declaring an interest: 
my nameis on the front of this pack, with 
many others. The reason is that it includes 
a Griselda story, The Great Chart Caper, 
also various rumours concerning 
Griselda and Wolfhead, and the two 
dives mentioned in the stories, Loud 
Lilina’s and Rowdy Djoh Lo’s are among 
listed establishments. All of which is 
very gratifying, but | do not intend to let 
it affect my independence as a reviewer, 
particularly since none of my offerings 
have appeared in precisely their original 
form (sigh; sometimes it mattered). | 
hope that readers can accept this. 

Pavis should be familiar to all RO 
players as the city on the eastern edge of 
Prax. It hasin fact been the site of one of 
Chaosium's house campaigns, and as a 
result it is probably better known than 
any other city of Glorantha, and isa 
natural for Chaosium’s first purely RO 
city-pack. 

As is now usual in Chaosium products, 
the information provided is given in dif- 
ferent booklets, one for the players, one 
for GM's, and a third containing scen- 
arios. Two large maps are provided, one 
of New Pavis and its immediate neigh- 
bourhood, the other of the whole Zola 
Fel valley, both repeated on a smaller 
scale in the booklets; the latter is essen- 
tially repeated from Borderlands, which 
can be easily co-ordinated with the Pavis 
pack. The players’ booklet gives an 
account of the richly complex history of 
Pavis, shedding further light on that of 
Glorantha as a whole, and contains in- 
formation on major personalities of the 
city, a list of prices, and accounts of local 
cults, some previously unknown (Pavis, 
Zola Fel, Flintnail and the local Mostali, 
and Lanbril, the Thieves’ Cult of 
Glorantha, filling a long-felt want). Also 
described is Gimpy‘s Tavern, a major 
hangout for adventurers, and The Great 
Chart Caper recounts a recent event of 
some interest. In the GM's booklet are 
accounts of the climate, geography, and 
population of the Zola Fel valley, much 
fuller detail on the city, including a 
breakdown by districts, with close-up 
maps, showing the most prominent 
businesses and residents, a list of cur- 
rent rumours, and encounter charts. All 
is presented clearly and well; no stats 
are given for the major figures, perhaps 
because encounters with them that 
would require this are not expected. 
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There are a few discrepancies -—the Chief 
Administrator's name is variously spel- 
led Jotoran and Jotaran, and Krogar 
Wolfhelm is stated to wear a chainmail 
hauberk frequently, which seems to clash 
with the rule that no metal armour can be 
worn incity-limits, cited in the Welcome 
to the City scenario, and observed even 
by the Lunar forces, as stats show. But 
such cases are very rare; in general pre- 
sentation is excellent (with the fewest 
misprints | can remember!), the maps 
good, and illustrations effective. 

The scenarios booklet may come as a 
disappointment to some. Rubble scen- 
arios are being held over for a second 
box (which is now available in the 
shops), and so are two actually adver- 
tised on the box, as Chaosium 
apologetically explain within. The reason 
for this is the length of the Cradle scen- 
ario. What we get is a potentially very 
useful list of ‘scenario books’, ideas for 
GM's, an excellent introduction to Pavis, 
Welcome to the City, with which the GM 
can talk the players through the for- 
malities of entry and their first impres- 
sions and can embroil them in trouble 
with a street-gang — the way that they 
handle this is likely to have a marked 
effect on their subsequent career in 
Pavis, a short burglary scenario for one 
or two characters and the Cradle scen- 
ario. This latter is an original idea. Essen- 
tially, it allows characters to participate 
inaknown historical event. The PC’s act 
as members of a larger group, playing their 
part well or badly but not able to affect 
the ultimate outcome; the GM is given 
the chance to stretch powers of descrip- 
tion to the utmost in involving the 
players in this heroic deed. For heroic it 
is, no less than the defence of the magi- 
cal cradle of a giant baby, the first to 
appear floating down the river for many 
centuries, against the Lunar governor's 
attempt to seize and plunder it, as was 
done in the remote past, killing the baby 
in the process. Allies of the giants, wor- 
shippers of the river, and enemies of the 
Empire will combine in this; but the 
Empire wields strong forces, physical 
and magical. In fact, the scenario is in- 
tended primarily for great warriors and 
Rune levels, and even these are expect- 
ed to have an 80% mortality rate by the 
end; but rich reward and/or undying 
fame will be gained if the defence suc- 
ceeds. The scenario is extensive, and 
players can be brought in at several 
points; they can, if less high-minded, 
even attemptto rob the Cradle while it is 
grounded in Pavis, or fight for the 
Lunars, who also offer rich rewards. But 
the story is told from the defenders’ 
point of view; it makes a great and 
touching tale, full of imaginative des- 
cription, for which Greg Stafford and all 
his helpers deserve thorough congratu- 
lation. | can see no obscurities or prob- 
lems in it, but a word to the wise GM: 
keep this for the culmination of your 
Pavis campaign, for nothing will be the 
same after it. 

The combination of Borderlands, Pavis, 
and the Rubble should make a campaign 
that will be difficult to beat for variety and 
excitement and (who knows?) defending 
the Cradle may become as popular as de- 
fending Gringle’s Pawnshop, if consider- 
ably more dangerous. 


Overall: 9 Oliver Dickinson 


Since! began writing these columns the 
Earth has lumbered halfway round its 
orbit, an estimated 5,271,009 Langfor- 
dian brain cells have succumbed to the 
effects of alcohol and bad SF, and about 
the same number of pins have been 
stuck into Langford-shaped wax images 
by lovers of Stephen R Donaldson. Yet 
still | continue, with all the stamina and 
endurance of a kamikaze pilot. What 
keeps me going against such odds? [The 
money — Ed] 

About Donaldson. Because | made 
snide comments on the great man’s 
lapses into awful, turgid prose, several 
fans wish to lure me into a dark alley and 
belt me over the head with the complete 
chronicles of Thomas Covenant, assum- 
ing they can lift such a weight. Because | 
commented that Donaldson has flashes 
of peculiar power and originality, I’ve 
been denounced as a member of that 
vile cult the Illiterati, by other fans 
unshakeable in their devout belief that 
SRD is the worst fantasy writer of all 
time. | can’t win. 

So rather than review the rare ‘unpub- 
lished’ Donaldson poem on my desk (cut 
from White Gold Wielder, published in 
Australian SF fanzine WAHF-Full ed Jack 
Herman), I'll exercise my reviewer's 
privilege of quoting a bit. It’s called 
Scroll the Appalling--- 


Upon a time he fought a war 

With whales beached upon the shore, 
For which he has been slightly sung. 

His losses there were rather dear: 

One ship, two longboats and a spear. 

But Scroll could not be reached by fear, 
For which he has been wrily sung. 


Dead fishes could not him affright: 
He flailed at whales all the night. 
And when the tide bore them away, 
‘How bravely we have won today!’ 
He saia--- 

For which he has been sung. 


Wasn't that nice? Move over Shakes- 
peare, Milton, McGonagall... 
Downbelow Station by C J Cherryh 
[DAW 432pp $2.75; Methuen 432pp 
£1.95] was last year’s Hugo winner. Other 
finalists were John Crowley's Little, Big 
[Gollancz; Methuen release imminent as 
| write], whose range, subtlety and den- 
sity make it for my money one of the best 
fantasies I’ve read; and Gene Wolfe’s 
Claw of the Conciliator— covered last 
issue. Having triumphed over this 
opposition and also over May’s exten- 
sively hyped The Many-Coloured Land, 
Cherryh‘s novel ought to be great stuff. 
Instead it’s traditional stuff. Adequately 
but unexcitingly written, long and frag- 
mented but not really complex in the 
manner of Crowley or Wolfe, Downbelow 
Station is old-fashioned ‘hard’ SF. It’s 
about a long and wearisome power 
struggle which for the most part is 
numbingly realistic: messy com- 
promises, forced decisions, lies and 
compromise, no room for heroics. 
Summary: Earth Company colonized 
the stars but Union, vaguely communis- 
tic colonial alliance, rebelled, so Earth 
built the retributive Fleet, now indepen- 
dent renegades; conflict between these 
and also Merchanters (traders) focuses 
on neutral Downbelow Station, orbiting 
the planet Downbelow, home of the 
alien hisa. On the station the Konstantins 


CRITICAL MASS 


Critical Mass is a regular science 
fiction and fantasy book review 
column, edited by Dave Langford. 
This issue Dave looks at some 
Donaldson poetry, C J Cherryh’s 
latest novel and some books that 
aren't ostensibly fantasy or SFin 
nature. 


Downbelow 
Expectations 


methuen 


are in charge, the Lukases rebellious, 
and Qisa vast quarantine zone of rioting 
refugees from Fleet/Union strife. Now 
read on... 

Trouble with this multisided struggle 
(and| haven‘t even mentioned the splits 
and double-agents) is that as one’s get- 
ting interested in the diplomacy of X, the 
action cuts to Y inthe middle of ariot; no 
sooner does imminent death have Y by 
the short and curlies than we’re hurried 
off to eavesdrop on the sabotage plans 
of Z. It's possible to make this stuff com- 
pulsive reading, but Cherryh doesn't 
quite succeed: for all the book’s length, 
this jerky crosscutting allows only a few 
characters to develop and come alive. 

Without disliking the book, | found it 
much easier to put down (and to forget 
to pick up again) than previous Cherryh. 
She doesn’t seem as involved with her 
writing as she should be; her former 
drive and visual detail are lacking. Here’s 
the opening sentence of her The Faded 
Sun: Kesrith. ‘Itwas a game, shon‘ai, the 
passing-game, Kel-style, in the dim 
round hall of the Kel, the middle tower 
of the House — black-robed men and a 
black-robed woman, a circle of ten.’ It 
catches the mind; and the shon‘ai game 
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is asymbol running through all the 
story; and halfway down the next page 
we're sucked into the plot. 

Now here's the opening sentence of 
Downbelow Station: ‘The stars, like all 
man’s other ventures, were an obvious 
impracticality, rash and improbable an 
ambition as the first venture of man onto 
Earth's own great oceans, or into the air, 
or into space.’ Abstract, vague, windy. 
Eight pages of this, no more plausible 
than other future-history synopses, 
before the narrative proper; many more 
pages again until the plotis rolling on its 
long course to a conclusion strangely 
like the twist endings to each segment of 
Asimov's Foundation. In short, Cherryh 
can do better than this — though others 
have done it far worse. 

Recently I’ve read three enjoyable 
books which definitely have that special 
aura of SF/fantasy, without actually 
being SF or fantasy outright. Try them: 

Freddy’s Book by the late John Gard- 
ner [Abacus £2.50] is a fantasy novel 
within a realistic frame, letting the author 
(a) make ironic connections between the 
story-within-a-story and its supposed 
author the ‘real’ Freddy Agaard, a young 
man distorted into a giant by glandular 
imbalance; (b) sneak a fantasy allegory 
through under the very noses of suspi- 
cious lit-crit academics. The inner fan- 
tasy is rather good, and oddly reminis- 
cent of R A Lafferty’s work, in particular 
The Flame is Green. 

If On a Winter's Night a Traveller by 
Italo Calvino [Picador £2.50] is a splen- 
didly batty book about books. The hero 
is you. The first chapter opens, ‘You are 
about to begin reading Italo Calvino’s 
new novel [fon a winter's night a traveller... 
and goes on to chronicle your efforts to 
locate chapter two in a spreading maze 
of fascinatingly varied first chapters and 
elusive authors. Offbeat and fun. (You 
get the girl in the end, by the way.) 

Finally, The Rebel Angels by Robertson 
Davis [King Penguin £2.95] looks like the 
traditonal novel of university life but is 
packed with the fantastic. Witchcraft, 
forgotten secret arts, erudition, mysti- 
cism, a semi-mad scientist called Ozias 
Froats seeking the answer to life, the uni- 
verse and eveything in carefully gather- 
ed and dissected human, er, faeces... 
Not forthe squeamish, it features a mur- 
der whose inventive nastiness makes 
the destruction of whole shiploads of 
people in Downbelow Station pale into 
insignificance. 

There’s even something for games 
addicts in all these books. Downbelow 
Station could be translated chapter by 
chapter into the universe of Traveller; 
without being ‘gameable’ in that sense, 
each of the other three contains bizarre 
and novel stuff which might inspire a 
receptive GM to create some fiendish 
set-piece. If you only read conventional 
SF/fantasy you'll only have conventional 
SF/fantasy ideas; if you take time out to 
patrol the borders and explore the fringes 
of the conventional, then who knows? 

Aaaargh. | can write no more. | have 
set down this brief account of my final 
hours; but now /tis scrabbling at the 
door. Eldritch, loathsome, partly rugose 
and partly squaemous, itcomes towards 
me, unspeakable, indescribable, that 
hellish spawn of the Ancient Old Ones, 
the deadline!0 


Hajpool the Wary finished laying 


out his third row of copper rods. 
‘No Storm Demon’s going to 
heatshock me!’, he exclaimed. 
His master paused in mid-ritual, 
and turned incredulously to his 
apprentice. ‘But we’re summon- 
ing a B’krath, you idiot!’, he 
screamed. 


It is a rash student of demonic magic 
who expects to start his career by sum- 
moning the great demon lords and 
princes. Such a career would be short 
lived. It is best to begin with the lesser 
demons, even though their services are 
scant beside their masters’ powers. 

To the would-be summoner, know- 
ledge is most definitely power. His 
Demonology score determines how 
much he knows about each type of 
demon. Any novice will know the names 
and general skills of common demons 
such as those listed here, but their exact 
strengths and vulnerabilities can only be 
found out through exhaustive study and 
calculation. For example, a character 
who had done no more than to leaf 
through a few compendia of demons 
would know that B’krath are stealthful 
killers which operate to best effect in 
shadow-—butitis hardly common know- 
ledge that these demons do not barter, 
and will only serve in exchange for a pre- 
cise quantity of gold. 

Demonology rolls are usually made 
by the Referee on the character's behalf, 
so that the character can never be 
entirely sure that his information about 
a demon is correct until he has actually 
tested it out. Information is broken down 
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ALING WITH 
MONS 


Demonology in RuneQuest by Dave Morris 


Part 2: The Lesser Demons 


In WD44 the basics of demon magic and summoning in RuneQuest 
were covered. This issue we present the lesser demon races and their 
abilities and weaknesses, the ways in which they should be dealt 
with and the ‘benefits’ they can give the summoner. It should also 
prove an easy matter to convert this series to other Fantasy Role- 


Playing Games. 


for convenience into five categories: 


1. The demon’s abilities — POW, hit 
points, fighting skill and damage, etc. 
Asuccessful Demonology roll means 
that each ability is known to within 
+25% (randomly determined by the 
Referee). 

2. Special wards against the demon, 
if any. 

3. The demon’stractability —the prop- 
ortion of friendly, neutral and hostile 
individuals among a given demon 
race. 

4. The demon’s probable require- 
ments in bargaining. 

5. The demon’s resistance to Binding. 
Asuccessful Demonology roll lets the 
character know this to within +10%. 


Characters trying to discover these facts 
for a particular type of demon check for 
them after every 2-20 days (roll two d10). 
This represents the time taken in research 
and meditation. The check is made for 
each of the five information categories 
separately. |n each case, if the Referee 
makes the character’s demonology roll 
then he gives the player the correct 
information — within the limits given 
above. On a fumble the Referee gives 
the player completely erroneous infor- 
mation. Any other result on the 
Demonology roll simply means that the 
character has turned up nothing useful 
and will need to spend another 2-20 days 
in study. 

A character might want to double- 
check his results: he can go on devoting 
study time to a demon as long as he 
wants. For example, Hajpool the Wary is 
a student with a Demonology ability of 
30%, trying to find out about Storm 


13 


Demons. Hajpool’s Master has told him 
most of what he wants to know, but 
insists that as an exercise he determines 
for himself any wards that can be used. 
After his first study period, Hajpool is 
informed by the Referee (correctly, 
because a 27 was rolled) that the 
appropriate ward is a fence of sharp cop- 
per rods around the perimeter of the 
pentacle. Wanting to make sure, Hajpool 
spends another 2-20 days in his Master's 
library. This time he turns up no further 
information. After six more study periods 
Hajpool has twice been told that copper 
rods are the proper warding, four times 
drawn a blank, once been told to use gar- 
lic and once that the proper ward is a gold 
Life Rune. He realises that the last two 
must be incorrect results from fumbles 
and that the two answers which agree 
are almost certainly the right answer. 

Note that because Demonology is a 
complex subject, highly liable to error 
and miscalculation, the chance of a fum- 
ble is twice what it would normally be for 
any other skill. A Demonology skill of 
30%, for instance, leads to a fumble on 
93-00 rather than 97-00. 

The following is a list of lesser demons. 


The first paragraph is general informa- 
tion about the demon that any 
demonologist would know or that could 
be found in some demon bestiary. The 
second paragraph is specialized infor- 
mation that can only be discovered 
through the right Demonology roll. 


B’krath 

B’krath are slender, prowling killers — 
roughly humanoid in appearance but 
with musculature and stance reminis- 
cent of a jaguar. The jet-black fur of a> 


[> B’krath makes it particularly adept at 4 


stalking in shadows (its Defence and 
Stealth abilities are halved in bright 
light). B’krath fight with their long pow- 
erful talons and needle-sharp teeth. 

Specialized knowledge: B’krath when 
summoned always appear in groups of 
three. The summoner thus temporarily 
loses 3d3 points of CON! The three 
B’krath are identical in their characteris- 
tics, reaction to the summoner, etc, and 
are in permanent mental rapport (not 
mind link) with one another so that they 
hunt and fight as a team. B’krath will not 
haggle over payment for their services — 
indeed, they never communicate with 
humans except to receive their instruc- 
tions. B’krath will undertake only assas- 
sinations, and must be paid 3000L worth 
of gold dust for this. 


Porphyrs 
Vampiric blue-skinned demons, por- 
phyrs are very tall and gaunt and have 
all the normal powers of a RuneQuest 
vampire. They have bald, veined heads, 
eyes of limpid yellow and long seem- 
ingly delicate nails. Over its robes a Por- 
phyr will wear a silver cuirass with intri- 
cate designs worked upon it. 
Specialized knowledge: Porphyrs 
have all the vulnerabilities of any vam- 
pire. They have great difficulty control- 
ling their passionate thirst, and the sum- 
moner should wear a garlic sash as this 
gives an effective Defense bonus of +10% 
against a Porphyr’s attacks. The Porphyr 
will demand at least one bound spirit 
familiar as payment. From this it will 
drain all blood and POW, destroying it. 


Demon Wolves 
Large, black wolves with red eyes. They 
have excellent tracking skills and are 
best employed as hunter-killers. 
Specialized knowledge: Demon 
Wolves are partially resistant to weapons 
of non-Runic metal (which cause them 
only half damage), and moreover any- g 


one striking a Demon Wolf with such a ™ 


weapon must resist its POW or suffer 
one of these curses: 


1. Arms paralyzed 

2. Struck blind 

3. Struck dumb 

4. Transformed into a rat 

5. Leg withered (halves movement) 
6. Horribly disfigured (-10 from CHA) 


A curse can be removed with dispel 
magic 2. Demon Wolves take double 
damage from aconite-based poisons. 
The minimum payment for a Demon 
Wolf's services is the sacrifice of a sen- 
tient being. They must be summoned by 
night, as daylight demoralizes them. 


At first glance an Amorph could be mis- 
taken for a Gorp - an oozing blob of grey- 
mauve protoplasm. But the form of the 
Amorph is full of eyes and chattering 
mouths, and it will occasionally extrude 
temporary appendages. 


Specialized knowledge: Amorphs are 
best used as guards in dank places or 
assassins where there are moats and riv- 
ers to be crossed, as they travel freely 
through water. Fire causes an Amorph 
50% extra damage. Amorphs take 3d3 
damage if they cross a line of eucalyptus 
oil, so this makes an excellent warding 
material. Amorphs serve in exchange for 
a litre of Gorp acid, on which they feed. 


Succubi & Incubi 
These are respectively the female and 
male demons of carnality. Their true 
forms are clawed and bat-winged, but 
they appear to victims as beings of per- 
fect beauty, matching their CHA against 
the victim’s POW. Success means that 
the victim succumbs to seduction. 
Specialized knowledge: What makes 
these demons particularly hazardous to 
summon is the fact that, if hostile, they 
may turn their charms against the sum- 
moner and convince him to leave his 
Pentacle of Protection. The summoner 
should thus chain himself (or herself) 
within the Pentacle’s bounds and have 
some trusted servant take the keys. 
Wearing asilver ankle chain reduces the 
demon’s chance of charming by 15%. 
Another defence is to drink the juice of 
limes, which further reduces the demon’s 
chance of charming by 05%. Succubi 
and Incubi barter for payment of any 
kind — jewels, spell potions, etc—to a 
value of about 900L. When they sleep 
with a victim they can drain him or her of 
1d12 CON (which recovers at the rate of 
one point a week). An Incubus has a 3% 
chance of impregnating a female victim, 
who will later give birth to ademon child 
with its father’s powers. 


Sraim 

Sraim have a giant maggot’s body on 
four long spidery legs, with a face which 
is lumpish and misshapen as though 
made of putty. They can detect items 
that the summoner has lost and will lead 
him towards such an item. 

Specialized knowledge: Sraim serve 
in return for at least one dose of potency 
20 acid. In addition to biting in combat, a 
Sraim is also able to spit its own acidic 
venom (potency 5) up to 10m, with an 
accuracy of 50%. o- 


Pazuzu 

These demons are thin and manlik 
Their taut, glistening skin is ruddy- “§ 
bronze in colour, their leonine manes 
are dusty grey and their eagle-like wings 
and talons are darkest black. They can 
breathe flame up to 10m. 

Specialized knowledge: Pazuzu make 
particularly useful servants because of 
their powers of illusion (they can cast 
image creation at will for no POW cost) 
and their partial resistance to magic 
(one-point battle magic spells cannot 
affect a Pazuzu). Pazuzu require pay- 
ment of about 750L worth of ivory. Offer- 
ing a Pazuzu water brought from an 
oasis causes it to become more tractable 
(-10 from its reaction roll). 


Stalkers 
Stalkers are the premier demonic assas- 
sins. They can pass freely through 
wood, stone, etc (although they are tan- 
gible to metal and magical materials), 
and have excellent Stealth abilities. Stal- 
kers appear to be vaguely humanoid, 
hunched inside their dusty robes, but 
have withered brown skin like tree bark 
and a cowled vulture’s head. 
Specialized knowledge: A Stalker's 
abilities are not bought cheaply. The 
demon will require at least one POW 
storage crystal of ten points capacity, 
and may often barter for powered crys- 
tals or truestone. The only ward against 
a Stalker is to blow a silver whistle on 
which Runes of Stasis, Movement and 
Air have been etched; as long as the 
whistle is blown within 5m of the Stalker 
its attack chances are halved. If a Stalker 
wounds its foe it matches its POW 
against his, with success costing the 
opponent two points of STR, which later 
recovers at one point per hour. Every 
fifth round a Stalker can cast bolts of 
white light up to 10m with an accuracy 
of 85%, dealing 1d20 points of damage. 


Rult 
Rult have large, hunched bodies with 
dry, shredding flesh, a large head like 
that of a fly and skeletal wings draped 
with a torn web of skin. 

Specialized knowledge: Rult must be 
summoned at the place of execution ofa 


Demon Statistics 
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DEALING WITH DEMONS 


man who has murdered more than once. 
They will haggle for gold, silver and 
gems — a Rult usually requires about 
1000L. Rult have two special abilities. 
First, they can te/eport over distances of 
up to 3 kilometres, with the restriction 
that some living or once-living body 
which they have encountered is at each 
end of the teleport. Secondly, Rult can 
breathe a poisonous vapour doing 1d3 
damage which cannot be healed with 
magic. Any character wearing a Man 
Rune amulet has a + 10% bonus to his 
chances of harmonizing a Rult. 


Nightmares 
These large, black demon horses are 
usually summoned as a mount for the 
demonologist, as they can cross any ter- 
rain at 30 kilometres an hour. 
Specialized knowledge: Nightmares 
can only be evoked after sunset, and dis- 
solve into mist if exposed to sunlight. 
There is no other special defence against 
them. A nightmare will require a pint 
(equivalent to 1d3 STR) of the sum- 
moner’s blood in return for its services. 


Storm Demons 

These creatures of living lightning can 
only be evoked in the midst of athunder- 
storm. They appear as flickering, electri- 
cal humanoid figures up to twice the size 
of aman. 

Specialized knowledge: Storm 
Demons are much like elementals in that 
they have no specific hit locations or 
CON. A Storm Demon can hurl bolts of 
energy up to 20m which inflict four 1d8 
wounds on the target (armour giving 
half normal protection) or it can grapple 
an opponent, causing heatshock like a 
fire elemental. A paling of sharp copper 
rods will cause 4d6 damage to any 
Storm Demon which tries to cross it and 
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will deflect lightning bolts cast by the 
demon so that their accuracy is halved. 
Storm Demons require 800L worth of 
sapphire dust for their services. 


Gremlins 
These are small (two and a half feet tall), 
thin humanoids with elongated toes and 
fingers like alizard’s and a globular head 
perched on a narrow neck. They have 
pale green skin and their large, saucer- 
shaped eyes give them a rather comical 
look. Gremlins are demons of (bad) luck. 
Specialized knowledge: Gremlins are 
ineffective fighters, but their special abil- 
ity is that anyone within 8m of a Gremlin 
suffers bad luck — any rolls that the 
character makes are adjusted by 1d3x5% 
so as to be less favourable. Any /uck rolls 
must be made by the character rolling 
POW as a percentage (instead of the 
usual POWx5%). Gremlins have 85% 
natural camouflage in all surroundings, 
and utilize this to skulk near their victims 
and bring down upon them the vicis- 
situdes of disaster. If forced to fight, 
Gremlins use long straight-bladed 
knives. Gremlins will require a minimum 
payment of 350L. They cannot harm 
anyone tied to the Luck Rune. 


Afterword 

This list of demons is not intended to be 
exhaustive. Referees are encouraged to 
shift abilities around and invent demons 
of their own to prevent players from 
becoming complacent. 

Demons may have Battle Magic and 
(in very rare cases) Rune spells. Assume 
an 80% chance of 1d8 points of Battle 
Magic and a 10% chance of 1d3 Rune 
spells.C 


Next Issue: Part 3, The Greater Demons 
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| hope occasionally to include in Star- 
base a few cameos — not complete ad- 
ventures but small scenes or themes 
that could be fitted into an ongoing cam- 
paign. In each case! will assume a back- 
ground to help the narrative along which 
can of course be changed to suit your 
own needs. The first of these cameos fol- 
lows —a rare alternative form of 
interplanetary travel for about six 
characters. 


Itis assumed the players have arrived on 
the planet Tsyn in a well-equipped TL12 
trade/exploration ship, far beyond 
human space in the old, ruined Dyrwan 
empire. Our intrepid explorers have dis- 
covered a Gate—an interplanetary trans- 
port mechanism long known to have 
been used by the Dyrwan but not discov- 
ered in operative condition. Until now. 
The blue shimmering surface beckon- 
ed. Deep blue, a blue of the night. The 
Gate frame showed few signs of age — 
some small pitting and fine scoring. Of 
course there was no question about the 
group going through —- the Gate was oper- 
ating, which meanta receiving Gate anda 
way back. The Dyrwan inscription, trans- 
lated, proved surprisingly mundane: 


Compose yourselves 

Move forward purposefully, all will 
be well. 

Do not exceed normal walking speed. 
Maximum load: Ten persons/1000kg. 
One load per four hours. 


Referee 
The players have no trouble recognising 
the Gate nor in knowing that return is 
possible. Enough ruined Gates have 
been found to determine their general 
characteristics though not how to repair 
or duplicate them. The Gate load allow- 
ance is absolute. For the purposes of 
working out what players may take, cal- 
culate a character's weight as Strength 
x 10kg. This will use up probably 
600-800kg. Any remaining weight may 
be used for equipment and weapons, 


STARBASE 


Wh 


he “0 
at fe 7%, 
: WO 7, ve -. 


nthly depart- 
ment devoted to readers’ ideas 
for Traveller, edited by Bob 
McWilliams. 


Gateway to 
Adventure 


An Introduction to 
Traveller Scenarios 


Jamison adjusted his vacc-suit 
and gingerly stepped through 
the Gate. He paused, squinting in 
the glare of the unknown sun. 
‘What's that by the ‘tree’ —a 
Dyrwan? Is it hostile! ?’ 


bearing in mind the usual encumbrance 
rules. The actual Gate aperture is 2.5m 
high by 1.2 wide, about the size of a nor- 
mal door, so only man-portable equip- 
ment may be taken. Characters proceed 
through the Gate one after the other. The 
operation requires enormous energy, 
hence the load restriction and re- 
powering delay. The Gate has safety 
interlocks so that objects (or persons) 
trying to pass through at speed bounce 
back off the Gate face (the Gate must 
scan all objects passing through and 
needs time to do it), and will also reject 
in entirety any object or person that ex- 
ceeds the load restriction (for example 
seven people pass through with a total 
load of 960kg. A person with a total body 
and equipment weight of 110kg attempts 
to pass through. He is rejected —the Gate 
is solid to him. In other words the Gate 
would not take 70kg of the person!). The 
re-powering delay applies to both send- 


ing and receiving Gates—in other words 
you can't come back before four hours 
have passed. 

Two types of Gate have been found — 
the Branch or Fixed Gate with only one 
destination, and the Main or Choice Gate 
with between three and six destinations 
controlled by a simple dial. The Tsyn 
Gate is a Branch Gate. 

Characters may be equipped with any- 
thing from Books 7 and 3(within reason) 
up to a total of Cr2500 per character 
(some or all of which may be pooled 
with other characters for particular 
items), plus one TL12 vacc suit (weighs 
2kg, costs Cr10000 inclusive of short 
range commo and six hours oxygen). No 
item higher than TL12 may be chosen. 
The referee may, if he wishes, modify 
these limits (for example to include 
items from FASA‘s FCI Consumer Guide 
and low-mid tech weapons from Book 4) 
bearing in mind the overall load limit 
and the personal encumbrance rules, but 
should not allow such trickery as fitting 
a grav belt on asecurity robot so it weighs 
nothing! The Gate load restriction is a 
restriction on mass, not apparent weight 
—any items with gravitic aid ‘weigh’ their 
full normal weight in the Gate. Lastly, 
once the players have double-checked 
everything bearing in mind they will 
spend four hours beyond the Gate (per- 
haps more if the air is breathable), the 
referee should ask for the order of the 
characters through the Gate. This could 
be important depending on what is en- 
countered beyond the Gate. Make sure 
the players have a note of what each 
characteris carrying. At all times hereaf- 
ter, the onus ison the player to prove his 
or her character has a certain item if it is 
to be used. 

What will they find beyond the Gate? 
Well, that is up to you —an advanced 
race, the ruins of a once-great city, the 
last degenerate survivors of the Dyrwan, 
etc. There is one pointto bear in mind; if 
you feel there should be some reward 
beyond the Gate, make sure it’s some- 
thing portable!0 


STOP THIEF!! 


Stop, 
Thief! ! 


The Thieves’ Toolkit 
in D&D 


by Marcus L Rowland 


‘By the Gods, the jemmy’s snap- 
ped!’, muttered Grabbo under 
his breath. As he turned from the 
gold idol to his kit, he saw a flut- 
ter of movement out of the 
corner of his eye. Acolytes. Four 
of them’... 


When you consider the huge range of 
tasks performed by a typical AD&D thief, 
it seems surprising how little attention 
has been paid to the tools of their trade. 
The Players Handbook only mentions 
the kit, giving its price as 30gp but no 
data on weight or encumbrance. 

Inthe following list, items are listed by 
name, by their weight in gps (1/10Ib), 
their size in inches and by the cost of 
a replacement. A few tools can be used 
as weapons (with a DM for lack of 
proficiency). 


Table 1 — The Standard Thieves Toolkit 


Item Weight Size Cost Damage 

Set lockpicks (12in 

leather case)* 6x4x1 12gp - 
Jemmy/claw 

nail extractor 25 18x2x1 = 4gp 2-5 (blow) 
Pry bar/large 

screwdriver 16 12x1x¥2 2gp 1-4(blow) 
Pliers 8 5x2x' 3gp - 
Screwdriver 6 §5x1x1 10sp 1-3 (stab) 
Bradawl (1/10" tip) 3 3x3xe 8sp - 
Chisels (3 wood, 2 

masons, inpouch) 18 12x5x1 4gp 1-3 (stab) 
Small hammer 15 8x2x1 igp 1-3 (blow) 
Metal saw (steel) 6 10xix¥e2 2gp - 

Keyhole saw 

(bronze) 6 10xix¥2 30sp - 

150’ Twine 2 2" ball 2sp - 
Carrying bag, belt 

loops, etc 10 12x6x6 10sp - 
Totals: Weight: 12.4lb Cost: 31gp 


* Only available from Thieves Guild. 


The standard toolkit is fairly heavy, at 
over twelve pounds, and would be a 
fairly awkward load if improperly 
stowed. Typical packing would be to put 
the lockpicks, a small screwdriver, and 
pliers in a belt pouch, loop the jemmy 
and possibly the prybar to the belt, and 
keep everything else in the bag until 
needed. The cost of a fulll set of replace- 
ments is slightly more than that of the 
normal tookit, since items would have 
to be purchased from specialised shops 
or toolmakers rather than through the 
Thieves Guild. 

Alot of thieves will need additional 
equipment, most of it (lanterns, dag- 
gers, etc) already listed in the PHB. How- 
ever, some special assignments will 
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need unusual tools and devices avail- 
able in any larger town or city. Table 2is 
split into sections representing some of 
the traditional thieves activities, but 
should not be considered absolute — 
some tools might be used for several 
purposes but are only listed once: 


Table 2 — Specialised Thieves Tools 


Weight Size Cost Damage 
Burglary 
Crowbar (extra- 
large jemmy) 50 30x2x2” 10gp 1-6(blow) 


Long lockpicks (for 


very deeplocks)* 20 18x4x1" 18qp - 
Key Blanks (bunch 

10 mixed sizes)” 12 6x2x1" 8gp - 
Small files 

(wallet of 6) 10 6x4x1" 6gp - 
Lump beeswax (for 

key impressions) 5 3x2x1" 4sp - 
Climbing spikes 

(pair for boots) 25 12x3x2" 8gp 1-3 (kick) 
Trap detection & removal 

Sheet mica (to slip 

latches etc)* -1 6x4x¥e" 15sp - 
Hand drill (fixed V4 

bit, bow driven) 10 8x2x1” 5gp - 
Brace & Bit (wood, 

bits %-1",setof6) 35 14x9x2" 8gp - 
Long probes (thin 

needles & hooks)” 1 10x1x¥s" 2gp - 
Inspection mirror 

onrod 4 10x1x1" 5gp - 
Lubricating oil 

(small bottle) 3 2x1x1" 8sp - 
Listening horn 5 8x2x2" 10sp - 
Strong lodestone 5 21x” 4gp - 
Pickpocket, shoplifting, etc 

Gaff (bag with 

false bottom)* 20 12x8x8" 15gp - 
Scissors 

(to cut bags etc) 6 6x2xV%s" 2gp 1-2(stab) 
Hooked wires (steel, 

for wallets etc)* 3 12x.1x.1" Igp - 
Razor-edged Ring 

(to slit pockets)” 1 2" dia. Sgp 1 
Scouting, Hiding, and Getaways 

Lamp black (for 

hands & face, pot) 6 3x3x3" 10sp - 
Oversocks (to 

muffle feet) 1 2” bundle 5sp - 
2 dozen marbles (to 

throw under feet) 5 3” bag 8sp - 
Caltrop (4-pointed 

dropping spike) 10 3x3x3" 50sp - 
Bag tacks 

(also for feet) 6 3"bag 7sp 


* Only available from Thieves Guild. 
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In most circumstances the possession 
or lack of a single item of equipment will 
make little difference to a thief's perfor- 
mance -—several items would have to be 
lost from the standard kit before the thief 
could not deal with a normal lock, for 
example. If the DM wishes to introduce 
unusual locks requiring long picks, or a 
mission requiring the copying of keys, 
he should give the thief time to make 
preparations. However, the referee 
should not allow thieves to suddenly 
have every item on both lists in their 
toolkits, since such an assortment would 
be an extremely awkward load. If a thief 
attempts some feat with his tools and 
rolls 100, the tool will be broken and the 
thief will perform the feat with a DM of 
-5% until a replacement is purchased. (If 
the tool is part of a set of similar items, 
eg lockpicks, this DM is reduced to -2.) 


Example. 

El Grabbo, Lvl4 thief with 15 Dex, 
scouted the local temple and discovered 
that the door has an unusually deep lock. 
He also noticed that the floor echoed 
loudly when he walked (giving a DM of 
-5% on Moving Silently). He visits the 
local guild and market and buys a set of 
long picks and some oversocks. 

On returning next night Grabbo suc- 
cessfully picks the lock. Had he used nor- 
mal picks there would have been a DM 
of -10%. Grabbo next sneaks along the 
aisle, muffling his footsteps with the 
oversocks to cancel the echoes. On 
reaching the altar Grabbo tries to pry a 
gold statue free with a jemmy, but rolls 
00. The jemmy tip snaps. He tries again 
with his prybar, luckily rolling 05 and 
succeeding. As he turns to leave he 
notices four acolytes, summoned by the 
noise of the breaking jemmy... 

In the above example the referee 
decided that although the statue was not 
trapped it would still require a Remove 
Traps roll to free it from its socket. He rol- 
led d10 to establish the muffling effect 
of the socks, by chance getting a result 
of 5 which exactly cancelled the echoes. 
Although Grabbo did not try it he would 
have suffered a DM of -5 on any climbing 
roll, also due to the socks. DMs should 
be able to make similar rulings on the 
use of any othek specialised tool — for 
example, | assume that a thief has the 
same chance of making an accurate 
copy of a key (given blanks, files, and a 
wax impression) as he would have of 
picking the lock. 

A disarmed thief may still have several 
useful weapons if his or her captor neg- 
lects the toolkit. If, however, a captor 
carefully searches the thief and removes 
all tools; all chances to pick locks, defuse 
traps, and otherwise aid escape, should 
be reduced. Thieves will also rattle as 
they run, although not while trying to 
Move Silently, and will be as likely to 
attract the attentions of a rust monster 
as any fighter or cleric. Referees should 
take care to allow sufficient time when a 
thief tackles some obstacle, since at least 
three rounds will be needed to repack 
the toolkit. If this time is omitted the thief 
will take twice as long in the next use of 
his skill, since tools will have been 
returned to the wrong places in the kit. 
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Gavin: Every Traveller group has 
one of these — The Killer. “He lives 
by the gun and they die by the 
thousand.” Nice guy when you get 
fm to know him. Getting to know him’s 
the problem... 


Syrena: Sensual space siren with a 
a great attitude but a lousy sense 
of timing. Important functions 
include pressing the button on the 
Auto-Chef and taking the ships 
mascot, Felix the Dawrli for a 
float... 


Capt. Flinn: Silent, brooding, nervous 
merchant, vacc-suit salesman and owner 
of the Osprey. Will attempt to sell a 
vacc-suit at every opportunity. Not what 
he seems... 


Hayes: The klux! He spells trouble 
for anyone who flies with him — 
which is why he hasn’‘t told the 


Dinalt: The space pervert. 
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A Complete AD&D City by Daniel Collerton 
Part 4: In Quest of a Sceptre 


This is the fourth in a series of six articles describing Irilian, asmall AD&D town, and 
providing a sequential scenario: The Rising of the Dark. As with other parts of the 
series, this episode is intended for a fairly large, thinking party of 2nd-5th level 
characters. The DM should decide if assistance is needed from the Abbeie after con- 
sidering the scenario and his or her party. See Part 1 [WD42] for nomenclature and 
glossary. In Part 3, the players should have concluded the scenario just before visit- 
Ing the Abbeie. Part 4’s scenario continues directly where Part 3 left off. 


The Abbeie. Teral will confirm it is the Tzuthi 
Ag Necrozth and jump to the (wrong!) conclu- 
sion that it is attracting the Dark to Irilian. In 
fact it was brought by dream demons [WD25, 
Best of WD Scenarios II] at the Dark’s com- 
mand to spread fear and confusion. She knows 
the Tzuthi Ag Necrozth’s authors are unknown 
as are Its exact contents but It is thought to 
have strong links with Evil and Chaos. With 
the correct precautions (as far as she knows, 
no-one knows them), the Book may be read 
and the reader becoming more and less than 
before. 

The Book should be destroyed butto do so 
would require enormous power. Teral can 
only think of the Sceptre Aef Lagu; a relic of 
the God of Law kept in the Monasterion. 
Perhaps if it were smashed against the Book? 
The party should go there immediately; tak- 
ing the Book with them. 


Rubis Weg. As the party leaves, Rubis Weg, 
Gealga Straet, Tan Straet and Abbeie Weg 
will be cordoned off by soldiers with bowmen 
lining the windows of 2 to 4 Riht Rubis Weg 
and 5 and 6 Luft Abbeie Weg. Asmall group 
will be in front of the Abbeie gates. 

The soldiers are the five Irnan of the Storm- 
wealcan and the 1st and 3rd Irnan of the 
Hliehhanman; the Orcridan are in reserve to 
the south of Rubis Weg and the 4th and 5th 
Irnan of the Hliehhanman are guarding the 
Herbarium Gate and the Abbeie walls. The 
characters are the Irilian Scouts (with spells 
ready) and the Garde, Stormwealcan and 
Hliehhanman Commanderes. With the ex- 
ception of the Scouts, everyone will be nerv- 
ous with itchy bow fingers. The Abbeie gate- 
keeper won't let anyone back in until she finds 
out what is going on. [See WD43 for Abbeie 
map]. Once the party is out, the Garde Com- 
mandere, flanked by his two lieutenants, will 
step forward and ‘ask’ the party to accom- 
pany him to the Counseil Hus; there to account 
for themselves to the citizens of Irilian. 

If the party agrees, they will be allowed to 
keep their weapons and escorted to the Coun- 
seil Hus by the Garde Commandere, Scouts 
and three Irnan of the Stormwealcan. If not, 
they will be attacked until unconscious, strip- 
ped and then taken to the counseil along with 
their equipment, including the Book. Note 
that, as the lawful executors of Irilian’s will, 
the Garde should be obeyed by Lawful char- 
acters, As it moves across the Mark Geard, 
the party will be unable to escape the sight of 
Aslas and her pentacle; still hanging, still 
burning, still screaming. 


The Counseil Hus. Around the table in the 
Counseil Chamber, will be the Counseil. Elisim 
Deorctunge, the Laeden, will rise to his feet. 
‘Several daeg ago, the Khuzul caravan ar- 
rived in Irilian with you forming part of its 
escort. | hear thatit had an “exciting” journey. 
It left a few daeg ago, this time without you, 
but returned after two daeg; this time with the 
escort nailed to the sides of the wagons. Yes- 
terday, you were poking around Khalkedon 


Weard and carting around Lesardman corp- 
ses while Aslas, the leader of our church, 
appeared on the Temple roof and, after some 
nonsense aobut it being Dark, caught fire 
along with five of our citizens, They are still 
there! In the panic which followed many of 
our citizens were killed and more injured. You 
were later seen in her quarters. Is there, | won- 
der, any connection? Some of our citizens, 
about three hundred in all, left Irilian yester- 
day evening heading south. Our patrols now 
inform us, those of them that returned thatis, 
that their heads now form a ring around the 
town. You were also in the Grifoun when that 
brawl developed and at the Astrologers when 
she had her “accident”. What is going on?’ 

If the party explains, the Counsell will 
become split. Dareon, Erea, Garos and Tirouv 
will be for the party, wishing them to continue 
in their search; Alros, Pelos and Pelas’are 
against them, wishing them dead and quickly 
Erihim and Lelfos will be undecided and, 
depending upon the case the party makes, 
will come down on either side. 

Soon, the sound of wailing will become 
noticeable as crowds of mourning Irilians 
gather outside. After a while they will start 
chanting, ‘Bring out the Burners.’ In a few 
minutes rocks will begin clattering off the 
Counseil Hus walls. lf not already decided, the 
Counseil will hold an immediate vote on 
whether to allow the party to continue with 
their mission or toimprison them. The chants 
and rocks come from the Mob outside, after 
the rumour went round that the party were res- 
ponsible for the various Dark manifestations. 

If the party convinces the Counseil to let - 
them go, they will be shown to the secret pas- 
sage leading to 2 Luft Temple Laen. If not, 
they will be taken to be thrown to the Mob. In 
either case, as they leave the Counseil 
Chamber, the Mob will burst through the 
Mark Geard doors; the Irnan on duty having 
opened them to ingratiate themselves with 
the rioters. The front rank of the rioters will be 
14 normal Irilians. Provided the party appears 
sufficiently awe-inspiring, by using a spec- 
tacular spell or cutting down five or six for 
example, these will panic and flee, giving the 
party around’s grace to shut the doors again. 
The doors will hold the Mob for five rounds, 
enough time to escape to the house on Tem- 
ple Laen. Initially the Mob will be too busy 
looting the Counseil Hus to pursue them. 
However, unless the party take precautions 
such as changing their clothing or altering 
their appearance in some other way, for each 
round that they spend in the street they will 
have a 5% chance of being recognised and a 
Hue and Cry sent up. 


The Monasterion. To get the Sceptre, the 
party can call on the Paladins from the Abbeie 
or borrow any of Teral’s magic items (the 
Staff of Commanding?) The Paladins will not 
agree to an actual attack on the Monasterion; 
at most they will provide a diversion while the 
party does the dirty work. 

\f the party approaches the Monasterion 
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directly, they will be questioned at the 
Gatehouse and then escorted across the court- 
yard to the refectory. After a few minutes, a 
florid-faced man, Kris Aef Monasterion, the 
Gran Mareschal, will exit from the library and 
ask the party their business. After listening 
impatiently, he will refuse pointblank to allow 
them access to the Sceptre — no discussion — 
maintaining that for anyone but himself to 
even touch, let alone use, the Sceptre would 
be sacrilege. The real reason for this is his fear 
for the Monasterion’s prestige should the 
Sceptre be revealed as a fake. If it appears that 
the party still want the Sceptre, he will have 
them shown out and double all guards. In any 
case, he will order increased vigilance on the 
part of the normal guards. 

The party will be able to reach the Monas- 
terion Chapel disguised as pilgrims; the gate 
guard (Quan and two men-at-arms) waving 
them through after a cursory questioning 
provided they appear as normal pilgrims, ie 
no 2-handed swords and plate mail. 

They will arrive in the Chapel as a service 
begins involving the Priest Arkis, Brothor Sar 
and three of his men and 22 pilgrims (all as 
normal lrilians). This willlastthree turns and, 
unless one of the party is a Lagu worshipper, 
there is a 10% cumulative chance per turn that 
Arkis will become suspicious of the party's lack 
of familiarity with the service rituals and seek 
to investigate after the service. Otherwise, 
after the service they will be left alone but for 
Brothor Sar and one of his men who will be 
praying to the Sceptre with their backs turned. 

Ifthe alarm is raised (remember that if a dis- 
pel magicis cast around the Sceptre, a// of the 
spells in the area of effect, except for the 
create false relic, must be saved for. Thus one 
dispel magic could conceivably negate all of 
the wizard locks and magic mouths. See 
Background Information), the main gate will 
be barred in 1 round and Brothors with their 
men-at-arms arrive at the rate of 1 per round 
after a two round delay. The priests will arrive 
after 4and 6 rounds. None of these, however, 
will attack or do anything which might poss- 
ibly harm the Sceptre unless the party 
appears about to destroy it or escape. 

If the party hits the Book with the Sceptre 
there will be aloud crack as the Sceptre snaps 
to reveal a tightly wound piece of parchment. 
The Book will be unharmed. Anyone able to 
read magic will see the parchment is a scroll 
from acreate false relic spell. It is dated thirty 
years previously and signed Zotaquaan Aef 
Tor Wysard. 

If the Sceptre is destroyed in the presence 
of the Brothors, all but the Gran Mareschal 
(who will join in the general expression of 
horror) will be genuinely shocked by the reve- 
lation of its true nature. The party will be able 
to use this sense of outrage to bargain for 
their freedom to investigate further. The Gran 
Mareschal will keep very quiet but mark the 
party down for later ‘correction’. The party 
may be able to try some judicious blackmail 
but would need to be very careful; the 
Brothors are notorious for their hatred of law- 
breakers. The Tor Wysard is easily visible 
from the Monasterion; its spell-lit form 
towering into the lowering, storm-lashed sky. 


Outside Irilian. Enquiring about the 300 
refugees, will reveal that their heads are 
impaled on crude stakes a couple of hundred 
feet from Irilian’s walls. Fifty feet beyond that, 
a bank of black mist cuts off all further vision. 
Patrols which ventured into the mist did not 
return. lf the party investigate themselves, 
they will be allowed 150 feet inside before 4 
apparitions [FF] materialise. AC 0, HD 8, 
Move: 24", No of Attacks: 1, Damage: Fear, 
Special Defences: Vulnerable only to magical 
and silver weapons, HP 40, 38, 35, 32. They 
will attack but only follow the party as far as 
the mist edge. If they are in danger of being 
defeated a further 4 (HP 45, 42, 39, 31) will 
materialise and attack and so on until either 
the party retreats or all of its members are kil- 
led. This will happen whenever the party 
enters the mist. 
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Background Information 


Gates/Towers (See Part 2 for further details) 
(See Part 2 for further details) 
Blaecgaet. Towers 34 DPV each, Gates 9 DPV, 
1 Ballista on each tower. Towers 15x15x30ft, 

Gate 20x20ft, Towers 2 Storeys each. 
Occupied by: Left Tower, Commandere Aef 
Man, Right Tower 5th Irnan of the Blodmar- 
chant. In the distant pasta large fire leftsome 
of the stones cracked and the whole blacken- 
ed with soot. The gate is little used and only 
half the Irnan will be on duty at any time. The 
bridge is rickety and can be destroyed in one 
turn by pulling out two of the main supports; 
each requiring 50 strength points to remove. 
In all other respects it corresponds to the 
Gealgagaet (Part 2). 


Tor Dauthr. 24 DPV, 1 Ballista, 20x25x40ft, 3 
Storeys. Occupied by the Sth Irnan of the 
Stormwealcan. 


Tor Dagung. 40 DPV, 1 Ballista, 30x30x40ft, 3 
Storeys and cellar. Occupied by the 4th Irnan 
of the Stormwealcan. 


The Irilian Garde. 
Garde Commandere (Mareschal). Tradition- 
ally carries with it the post of Mareschal and 
overall responsibility for lrilian’s defence. The 
present Commandere is Lelfos Gefacleofian 
RAH,SXM,ALLN,LV8,HP71,AC-2,AG 54, 
WE 10198, BL 500, ST 18(26) (+ 1/+3), IN 7, WI 
4, DE 9, CO 17, CH 13, MI +3 Platemail, +7 
Shield, +2 Longsword (NSA), 10 +1 Arrows, 
Potion of Heroism, Potion of Invulnerability 
[DMG] WN Longsword. Lelfos is a tall distin- 
guished old soldier who is becoming senile. 
He does not recognise his condition and will 
not accept the judgement of anyone who 
points it out. 


Commandere Aef Hors. Isrim Deorcsunu: RA 
H,SXM, ALLN, CLF,LV6,HP33, AC 1, AG 39, 
WE 4632, BL 250, ST 17 (+1/+1), IN 14, W112, 
DE 13, CO 14, CH 15, MI +7 Chainmail, +2 
Shield, +1 Cursed Longsword (NSA), WN 
Longsword. Isrim is short and stout and 
because of his sword, has a quite undeserved 
reputation for reckless daring. He is the 
deadly rival of Helas Neahtlocian, the Com- 
mandere Aef Man, for the post of Garde 
MARK GEARD 
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Commandere and will do almost anything to 
discredit him. He is, however, an extremely 
competent soldier and under his command 
the Orcridan have become a fighting force far 
more potent than their numbers might 
suggest (+30% on morale). 


Orcridan. Named in memory of a famous 
charge at the Damner Batayle in which they 
smashed the orc armies menacing Irilian. The 
Orcridan are the cavalry arm of the Garde. 
They are divided into five Ridan each of 9 Oth 
level men-at-arms and 1 ist level Laeden. All 
have scale mail and shield, use a lance, long- 
sword or dagger in battle or a quarterstaff 
when dealing with civil disturbances and ride 
a medium warhorse. Average member of the 
Orcridan: RAH, SX M, AL Any; tending to- 
wards LN, CLF, LV Laeden 1, Men 0, HP Laeden 
6+1d4, Men 4+1d3, AC 5, AG 20+1d20, BL 
5+1d10, ST, IN, WI, DE, CO, CH, All8+1d4, MI 
None, WN Lance, sword or quarterstaff. The 
Orcridan do not get on well with the other 
members of the Garde. 


Commandere Aef Man. Helas Neahtlocian: 
RAH,SXM,ALN,CLF,LV6,HP41,AC 1,AG 
42, WE 5683, BL 100, ST 16 (+0/+1), IN 13, WI 
12, DE 13, CO 15, CH 14, MI +7 Platemail, +1 
Longsword, WN Sword. Helas hates the Com- 
mandere Aef Hors because he feels that Isrim 
is going to steal the post that should rightfully 
be his—that of Garde Commandere. The feel- 
ing is mutual. Helas is a medium sized non- 
entity of aman and, while a fair fighter himself, 
he is unable to control his sub-commanders. 
Thus the infantry portion of Irilian’s military 
forces is gradually falling apart under the 
pressure of the Stormwealcan, Hliehhanman 
and Blodmarchant Commanderes’ squab- 
bles. Helas feels betrayed and is nursing his 
grievances until he can gain revenge; mean- 
while sounding out the Assassin’s Gild rep- 
resentative (Part 3) about the cost of having 
Isrim ‘removed’. 


——— _— 2 TEMPLE LAEN 
TEMPLE LAEN > 
x 
m 


$019 NVLSVNOW 


TOR 
DAGUNG 


21 


Commanderes of Stormwealcan, Hliehhan- 
man and Blodmarchant. Bisel Flaumhaer, 
Nireal Langscana and Sesil Reafian. 
Hliehhanman and Blodmarchant are not on 
speaking terms after a series of disputed vic- 
tories inthe last Daeg Aef Victorie’s mock bat- 
tles. Individually they are pleasant enough, 
typical soldiers, but their personal animosity 
colours almost everything they attempt. 

This filtered down to the three divisions of 
the infantry with the result that they have 
taken up their leaders’ causes with such fer- 
vour that brawls often break out between 
rival patrols and itis a rare day that someone 
is not hauled before the Cort Militaris for 
fighting. Each of the three divisions consists 
of five Irnan with the same organisation and 
equipmentas the Ridan except that the lance 
is replaced by a long-bow. Personal statistics 
are the same. 


Militia. About 750 men are divided into three 
groups according to whether they come from 
north of, west, east of, or south of the Mark 
Geard; each group has roughly 250 members. 
The force is armed and armoured as follows: 
500 No armour (AC 10), Spear. 
150 Padded armour (AC 8), Spear. 
75 Leather armour (AC 8), Shortsword. 
25 Studded leather armour (AC 7), 
Longsword. 
In addition, 15% of the militia have shortbows 
and 25% slings. Statistics are those of normal 
lrilians. The militia has not been seriously cal- 
led outin the last 75 years and its training and 
morale are, to say the least, suspect. Each 
year, on Cu — Rivere — Monadaeg, an inspec- 
tion and training session is held in the Mark 
Geard but the results are lamentable. If the 
militia were actually put into combat, the 
most likely result would be the mass deser- 
tion of the militiamen (-35% on morale). The 
militia musters in the Mark Geard on the 
sounding of the War Drums; the muster being 
complete one hour after the drums are> 
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NAME RASX AL CL LV HP AC AG WE BL 

Jiral H MLN F Bio 258232) 15725100 
MI Bastard Sword +1/+2 vs MU (DMG) 

Brehen NF 3 18 2 27 1450 150 
MI Potion of Flying (DMG) 

Anhalas H F CGR 4 40 2 34 970 200 

MI Longsword +1/+3 vs Lycanthropy (DMG) 

Elas E F LG F/MU 4/417 3. 64 2140 350 
MI Elven Chainmail 

Yhoudeh H M N MU 5 12 7 29 32 50 
MI Ring of Protection +3, Scroll Confus. (DMG) 

Kirea H F LN MU 3 13 4 41 £670 400 
Ml Bracers AC 3 (DMG) 

Pelase nt im KNW 5 20 2 37 104 100 
MI Potion of Extra-Healing (DMG) 

Imilos GN MCNI/T 4/415 4 175 640 150 
MI +7 Leather Armour (DMG) 


[> first sounded. 

The militia is commanded by the Cones- 
table, a post currently held by the Garde Com- 
mandere, Lelfos. 


lrilian Scouts. See above. A group of indepen- 
dentcharacters hired to carry out all unsavoury 
tasks that normal guardsmen are either unable 
or unwilling to perform. Characters wishing 
to join will be given an assignment; if suc- 
cessful, he or she will be hired at 100gp per 
seson as well asa share of any treasure found. 
Although treasure is meant to be split 20% to 
the Scouts, 80% to the Town Treasury, in 
practice these proportions are reversed. 


Spears: 


Spells memorised: Elas: burning hands, 
charm person, sleep; ray of enfeeblement, 
stinking cloud, 

Yhoudeh: charm person, sleep, friends, 
magic missile; web, ESP, fireball. 

Kirea: friends, burning hands; web. 

Pelase: Command x2, cure light wounds x3; 
augury, hold person x2, know alignment, 
silence 15ft radius, animate dead, prayer. 
Imilos: colour spray, hypnotism, wall of fog; 
hypnotic pattern, invisibility. 

Yhoudeh has a hawk familiar AC 7, HD 12, 
Move: 24", No of Attacks: 1, Damage: 1d2, HP 
3. Pelase is a cleric of Tuoni [DDG] checking 
out Irilian’s suitability for a temple of Tuoni; 
supporting herself by serving with the 
Scouts. The others are all adventurers down 
on their luck — or so they protest. Whatever 
their reasons for joining, they discharge their 
duties with commendable zeal and usually 
manage toturn atair profiton any jobs given. 
They all have medium warhorses. 


Wall Guards. A watch is kept on the sur- 
rounding countryside from the gates and 
towers; each having one guardsman on duty. 
At night, this guard is joined by two others 
who patrol the wall to a point midway bet- 
ween towers, Because of the less than 
exemplary manner in which this duty is exe- 
cuted, there is atleast a 30% chance of some- 
one being able to slip across un-noticed. 

Each guard carries a horn to alert the 
nearest two towers. After four rounds delay, 
each will send half of their available man- 
power to investigate. Each tower has a differ- 
ently toned alarm bell and an alarm beacon. 
These will bring help after one turns delay 
with half an Irnan or Ridan arriving in each 
succeeding round; those from the nearest 
towers first. Each gate also possesses a set of 
War Drums which are beaten if a major attack 
develops. These signa] the militia to muster, 
warn the hapless Irilians, and signal the 
release of messenger pidgeons requesting 
aid from neighbouring countries. 


C1 The Counseil Hus. ST 3, N13, N25, N319, 
CN AV. Itis built (30 DPV) of large stone blocks 
like a castle keep with machicolations and 
arrow slits at five foot intervals in the higher 
floors. Large iron doors (10 DPV) open into 
the Mark Geard where an Irnan or Ridan of the 
Garde will always be on duty. In the cellar are 
the Town Mint, Treasure and Arsenal while 
the upper floors hold the offices of the various 
town officials. The Treasury holds all Irilian’s 
wealth. 35000gps worth of silver and copper 
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Shortswords: 
Hammers: 
Voulges: 

Light Crossbows: 
Quarrels: 

Sling Stones: 


Javelins: 


Robing 
Room 


Entrance 


Position 


Coinman 
Kamarling 


Markman 
Stiweard 


Coroune 
Landvogt (x2) 


Scirgerefa 
Typstoef (x2) 


Mareschal 
Walman 
Gaetman 
Conestable 


Sargents Aef 
Arms (x2) 
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(50/50). The Arsenal is mainly for the militia 
and has the following weapons in store: 


100 Slings: 

Arrows: 
Trebuchet: 
(Dismantled) 
Light Catapult: 
(Dismantled) 
Heavy Catapult: 
(Dismantied) 


Because of their general cheapness of man- 


Treasury 


Counsell Chamber 


Dies 


Ground Floor 


Sword 
Longsword 
Longsword 
Longsword 
Dagger 
Dagger 


Swordsword 


ufacture, they are -1 to damage (minimum 1 
point damage). The Husis looked over by the 
Gild of Hashishiyy (Part 3) and located behind 
double-locked iron doors (5 DPV) protected 
by a variation of the fire trap spell which will 
be triggered by anyone not wearing one of 
ten special miniature copies of the Great Seal 
of Irilian set into a ring. Magic mouths are set 
to sound the alarm if characters without rings 
attempt to enter. 

The ground floor holds the Counseil Cham- 
ber; a large room with a semi-circular table 
where the Counseil sits, and arobing room. A 
secret passage leads from the Arsenal to the 
cellar of 2 Luft Temple Laen. 


The Irilian Bureaucracy. The posts (see table) 
which may be held by an Irilian citizen are 
each in the hands of a single family and, 
although by law open to election, are by cus- 
tom hereditary. Offices open to Counseil 
members are distributed by lot at the begin- 
ning of each ten year term of office. The 
bureaucracy is both exceedingly inefficient 
and corrupt. 


400 
10000 
2 


4 
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The Counseil. Composed of 8 elected citizens 
and the current Gild Faector and Garde Com- 
mandere; one of whichis selected by lotto be 
the Laeden. Elections are held every ten years 
with bye-elections as needed. Each elected 
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Markman 


Town Records 
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General Accomodation Kamarling 


Landvogt 
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y 


Typstoet Markman 


Second Floor 


A Coroune Scirgerefa Coinman 


Debating 
Room 
Salon 
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Laeden 


First Floor 


Major Posts in Irilian Bureaucracy 


Area of Responsibility 


Overall control ofthe 
Counseil 

Mintand Treasury 

Tax assessment and 
collection 

Town Records 
Regulating the market 
Regulating extra-lrilian 
trade 

Civil Law 

Assisting the Coroune, 
serving writs etc 
Criminal Law 

Assisting the Scirgerefa, 
Arrests etc 

lrilian’s military safety 
Upkeep of the Town Walls 
Upkeep of the Town Gates 
Counseil's safety, 

Town Militia 

Counseil’s safety 


Annual Income 
Statutory Bribe 
10000/20000 


710000/50000 


10000/20000 


Held by Current Holder 


Counseil Member Elisim Deorctunge 


8000/15000 
5000/25000 


Erea Gasrintri 
Alros Snakaeage 


Counseil Member 
Counseil Member 


8000/10000 
2000/18000 
7000/30000 


lrilian Citizen (Hereditary) 
lrilian Citizen (Hereditary) 
Counseil Member Dareon Aelfhaer 
Counseil Member Pelas Irilsunnu 
4000/12000 Irilian Citizen (Hereditary) 
Counseil Member Pelos Irilsdohtor 
4000/8000 lrilian Citizen (Hereditary) 
6000/1000 
§000/1000 
5000/1500 
8000/1000 


6000/500 


Lelfos Gefacleofian 
Erihim Stormboi 
Erihim Stormboi 
Lelfos Gefacleofian 


Garde Commandere 
Counseil Member 
Counseil Member 
lrilian Citizen 


Isrim Deorcsunnu 
Helas Neahtlocian 


Commandere Aef Hors 
Commandere Aef Man 


IRILIAN 


a 


Counseil member represents one of Irilian’s 8 
electoral wards. All Irilian citizens over the 
age of 15 are allowed a vote but all votes in a 
household are cast by the head of that house; 
often as directed by the Gilds which in turn 
take their orders from Counseil members. A 
character wishing election has a basic -50% 
chance plus 1% for every 100gp spent buying 
votes. Membership of the Counseil is theoret- 
ically unpaid but there are many oppor- 
tunities for corruption. The funds needed to 
buy a Counseil seat are such as to have had 
the effect of making the Counseil into a 
hereditary oligarchy, places being restricted 
to the 8 richest families in Irilian. The Counseil 
makes Irilian’s laws, regulates taxes, and sits 
as the Criminal and Civil Corts, declares holi- 
days and festivals, conducts Irilian’s relations 
with its neighbours and generally looks after 
things. Laws are passed by majority, the Laeden 
having the casting vote, and come into law 
when stamped with the Great Seal of Irilian. 
The Counseil is deeply conservative; dis- 
trusting all changes, especially rapid ones, 
and using its powers to protect itself and pre- 
serve the status quo. Since lrilian’s fall it has 
done little, meeting only a few times a year 
and then only when business is pressing. 


Counseil Members. The Counseilors are 
(elected members have their Ward and which 
Gilds they control given): Tirouv Polarion 
(Gild Faector, Part 2); Lelfos Gefacleofian 
(Garde Commandere); Alros Snakaeage (Iril 
Ward, Gilds of Armourers and the Gilds and 
Companies of Metallers); Dareon Aelfhaer 
(Mark Ward), Gilds and Companies of Learn- 
ing and the Lighters Companies); Elisim 
Deorctunge (Seorra Ward, Gilds and Com- 
panies of Clothworkers); Erea Gasrintri (Juel 
Ward, Gilds and Companies of Weaponers); 
Erihim Stormboi (Rubis Ward, Gilds and 
Companies of Leatherworkers); Garos 
Treowegefa (Abbeie Ward, Gilds of Armour- 
ers and the Gilds and Companies of Metal- 
lers); Pelas Irilsunnu (Ore Ward, Gilds and 
Companies of Housers and the Gilds and 
Companies of Woodworkers); Pelos 
lrilsdohtor (Temple Ward, Gilds and Com- 
panies of Victuallers). lrilian’s Gilds and 
wards (wards are like borough divisions 
within the city) are described in a later 
episode. 


C2 Alros Snakaeage, 3 Mark Geard (G5). ST 3, 
N15,N26,N37,CN PO. Until Irilian’s fall, the 
Snakaeage were lower middle class metal- 
workers. With the exodus of most of Irilian’s 
upper classes after the gems failed and the 
Snakaeage’s purchases of large parts of the 
remaining Irilian metalworking community, 
their relative standing has increased enorm- 
ously. Alros, the present family head, has 


NAME 

Alros 
Ml Bracer of AC6 

Daergne %0 M NE F/A 4/6 31 
MI +1 Longsword (NSA) 
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concentrated power in his own hands by a 
combination of bribery and assassination 
and has assured that Alron, his 4 year old son 
and sole child, will succeed him by the simple 
expedient of killing off everyone else. 

Not content with either owning or control- 
ling all of the metalworkers in Iril Ward, Alros 
is trying to extend his domination over 
Abbeie Ward by using his powers as Kamarl- 
ing to tax the Abbeie metallers to extinction. 
Consequently, Garos and Alros are at dag- 
gers drawn and riots between the two fac- 
tions are not uncommon. Alros is accom- 
panied everywhere by his bodyguard/killer, 
Daergne Bearge. 


C3 Dareon Aelfhaer, 10 Mark Geard (F5), ST 
3,N14,N25,N38, CN BA. A highly successful 
caravan merchant thanks to judicious use of 
his position as Stiweard, Dareon is a rising 
star in lrilian being young, enterprising, 
dynamic and ambitious. As a result of this, 


RA SX AL CL LV HP AC AG WE 
H MCE ME 10 42 6 57 50968 500 9 


1085 100 16 


NAME RA SX AL CL LV HP AC AG WE __ BL 
23 10 67 43960 1000 81210 9 8 11 


Erihim H M N ME 6 
Ankra HeMaEN =r by 730 
MI +7 Shortsword (NSA) 


2 28 


the rest dislike him intensely and take care to 
keep power out of his hands, Naturally, 
Dareon resents this. Dareon RAH, SX M, AL 
CN, CL ME, LV 8, HP 30, AC 10, AG 32, WE 
45093, BL 1000, ST 12, IN 17, WI 15, DE 12,CO 
10, CH 18, MI None, WN Longsword. His 
annual income is 450132sp. 


ST IN WI DE CO CH WN 
Dagger 
12 Sword 


863 50 16 14 15 12 14 


Erihim is a doppleganger who took Erihim’‘s 
place after he was captured. AC 5, HD 4, Move: 
9”, No of Attacks: 1, Damage: 1d12, Special 
Attacks: Surprise on 1-4, Special Defences: 
Mutable form. Saves as 10th level fighter. HP 
23. The doppleganger is using Erihim’s posi- 
tion to insinuate the rest of its clan into 


NAME RA SX AL CL LV HP AC AG WE BL ST IN WI DE CO CH WN 
Elisim H MLN ME 7 24 10 78 78600 750 12 14 7 8 5 11 Dagger 
Arien E M CG MU/F 4/417 1 475 2049 650 15 16 14 16 14 12 Sword 


MI +1 Chainmail, +1 Longsword, +3 vs Lycanthropy 


Spells: 1st: magic missile , burning hands, 
affect normal fires. 
2nd. ESP, shatter. Scroll: maze, locate object. 


C4 Elisim Deorctunge, 8 Mark Geard (F5). ST 
3,N14,N27,N38, CN PO, See above. The cur- 
rent Counseil Laeden, Elisim is the last survivor 
of his once numerous family and primarily 
concerned that their memory should not die 
with him. To this end, all of his energy is dir- 
ected towards ensuring that his funeral will 
live on in the minds orialians long after he 
himself is wormfood. Other matters concern 
him only so far as they bear upon this. Elisim’s 
interests in the clothing trades produce an 
income of 354980sp per year and are looked 
after by his righthand man, Arien. 


NAME RA SX AL CL LV HP AC AG WE 
Garos 
Telnon WE F NG F 4 31 2 45 563 
Giniel Rete ON eF, <8hids: 2.28 98 


C5 (cS21) Erea Gasrintri, 5 Mark Geard (G5). 
ST 3,N15,N25, N35, CN AV-The last remain- 
ing Irilian gemmer, Erea stayed in Irilian when 
all others left partly because of her ownership 
of the Gnome Juel Aef but also because over 
three hundred years she had become rather 
attached to the place. A dispassionate busi- 
ness gnome, Erea always remembers some- 
one who has either helped or hindered her 
and never forgets to pay back a debt of either 
type. She is fighting off a series of attempts 
by bidders working for Pelos Irilsdohtor to 
take over the Gnome Juel Aef. Recent troubles 
mean she must soon close. Meanwhile she is 
trying to find out who is behind itall. Since the 
troubles, she is accompanied everywhere by 
her husband Garli. Erea’s income is 450254sp 
per year. 


NAME RA SX AL CL LV HP AC AG WE BL ST IN WI DE CO CH MI 


Erea GoaFSEN Ga 
Garli GeeMiN eae 
Spells: 1st. Colour spray, hypnotism. 


BL ST IN WI DE CO CH WN 
15 12 11 14 14 Dagger 


12 9 16 14 8 Longsword 


2-5) 


(+0/+1) 


C6 Erihim Stormboi, 13 Mark Geard (E5). ST 
3,N15, N25, N38, CN CO. See top of page. 
Last year as usual Erihim took part in the 
Heafod Aef Orc’s orc Hunt. Unusually, he 
became separated from the rest of his party 
and did not reappear for two months until his 
horse cantered through the Waetergaet with 
an unconscious Erihim tied across its back. 
As a result of whatever happened in the inter- 
vening months, Erihim has suffered a complete 
memory loss for everything during and before 
that time. Erihim has no family, his needs 
being looked after by his bodyguard Ankra. 


BL ST IN WI DE CO CH MI 
H MN ME13 58 10 74 90499 5000 6 1412 7 5 12 None Dagger 


lrilian life. So far it has managed to place two 
(HP 13, 17) as servants in Erihim’s household 
and plans to engage the rest in the guise of 
mercenary guards (HP 15, 16, 2x18). Ankra is 
unaware of this but still nurses suspicions 
about his master’s ‘disappearance’ and con- 
stantly tries to catch it out. As a result of this, 
the doppleganger is gradually becoming 
paranoid [DMG]. 

The real Erihim is still alive in the dopple- 
gangers’ lair in the wilderness to the north. 
He would, no doubt, be very grateful if res- 
cued. Erihim’s wealth comes mainly from his 
monopoly of Irilian’s furtrade but his control- 
ling interest in the leather trade also bringsin 
a fair proportion of his annual 390879sp. 


WN 


50 14 12 9 12 14 18 None Longsword 
50 15 9 8 13 13 12 None Longsword 


C7 Garos Treowegefa, 9 Mark Geard (F5). ST 3, 
N14,N25,N37,CN PO. See above. Although 
appearing as an infirm old man whose mind 
wanders somewhat, Garos can still exert great 
strength of will and purpose at times, espe- 
cially where his large and ever-increasing 
family are concerned. Garos is currently fight- 
ing off Alros’ attempts to take over Abbeie 
Ward’s metallers. Since virtually all of the 
aforesaid are members of his family, this is 
not at present too difficult. However, were 
Garos to die, his family could well split as a 
result of squabbles over his considerable 
estate thus allowing Alros to move in. Garos 
has no immediate family; consequently 
under Irilian law, his 74 grandchildren all 
have an equal claim on the estate. Two of 
Garos’ grandchildren are his bodyguards. 


WN 


7 352 975 500 9 14 12 17 13 14 None Dagger 
Cra Zs ee 20404: 


150 14 12 7 14 16 12 None Battle Axe 


C8 Pelas Irilsunnu, Pelos Irilsdohtor, 6 Mark 
Geard (F6).ST3,N14,N25,N35,CN PO. See 
below. Pelos, with her half-brother Pelas, 
overtly dominates Irilian’s spice , building and 
victual trades and covertly regulates most of its 
illegal activities. She is an evil, ruthlessly vin- 
dictive woman who completely dominates 
her weaker willed half-sibling and yet man- 
ages to to convince everyone of her thoroughly 
blameless character. Only her brother and 
bodyguards, Erin, Aran, Distrian and Kilmin, 
know her true character. 

relos controls Irilian’s small underworld 
through her ownership of the Heafod Aef Orc 
(a focus for the seamier side of Irilian), her 
bodyguards who ‘talk’ to anyone who might 
consider crossing her, and her dominion over 
the law which her and her half-brother’s posts 
as Scirgerefa and Coroune give her. Pelos and 
Pelas’ combined annual income is 903685sp.[> 


NAME RA SX AL CL LV HP AC AG WE BL_ ST IN Wi DE CO CH WN 

Pelas H MCN ME 4 10 10 43 18508 500 9 1412 10 9 12 Dagger 
Pelos H F CE ME 12 56 10 38 67480 1000 8 1813 7 6 17 Dagger 
Erin Aigirett Nie ben O03) e254 ee bOO Ree SOnI 7: 11 7 14 13° 8 Sword 

MI +1 Longsword (NSA) (+1/+1) 

Aran H MLN F 20 2 32 846 5016 9 8 14 13 10 Longsword 
Distrian H MCN F 3 19 2 27 1104 7515 10 9 13 12 9 Longsword 
Kilmin. H M N F 3 18 2 24 597 9514 8 12 12 11 10 Longsword 
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NAME RA SX AL CL LV 
Krist H MLN F 11 84 -3 
MI 3 Javelins of Lightning 
Ras Fiomee ENS ESS 
MI Boots of Speed 
Sil H MLN 
MI +2 Longbow 
Nak F LN 
Ral M LN 
Sar F LN 
Quan F LN 


M LN 
M LN 


M LN 
M LN 


67 - 


Toc 
Sanc 


Sig 
Ged 


1 20 - 
1 1 7: “= 


voll fa nn mann n 


The Mob. Unpopular moves by the Counseil 
or anyone else will almost certainly lead to a 
riot. The mob take 2d4 turns to form and is 
made up of 3d6 hundred citizens who will 
burn and loot until either dispersed, their 
demands are met or they run out of steam: 
usually in one or two daeg. The mob begins 
by attacking the object of its anger, in most 

~cases the Counseil Hus, but soon moves on 
to other targets; the richer merchants’ houses 
and the inns for example: the religious are 
never attacked. The Garde is of little use 
against the Mob since it usually provides a 
proportion of the rioters. 


R5 The Monasterion. 1 Munuc Geard (G7). 
ST 1,N136, CN AV. Home of the Brothors Aef 
Lagu; a militant order of warrior-monks (not 
AD&D monks) whose outlook on life is Order 
through Discipline. See above for stats. 

The Brothors have the surname Aef Monas- 
terion, Kris Aef Monasterion is the current 
Gran Mareschal or Abbod. The brothors hate 
Chaos with an all-consuming passion and can 
often be heard in the Mark Geard warning of 
the Evils of Loose Thinking. Each has full plate 
armour and shield (AC 1) anda banded heavy 
warhorse AC 5, HD 3+3, Move: 15”, No of 
Attacks: 3, Damage: 1d8/1d8/1d3, HP 16. All 
have magic longsword, longbow and lance 


900 18(57) 11 12 12 


900 16 


IRILIAN 


HP AC AG WEBL ST IN WI DE CO CH WN 
900 18(80) 


14 13 18 14 12 
16 10 


Longsword (+3) 
Longsword (+3) 

15 14 
42 14 15 


16 9 12 
13 14 7 


Longsword (+2) 
Longsword (+1) 
Longsword (+1) 
Longsword (+1) 
Longsword (+1) 
13 9 


16 17 


Longsword (+1) 
Longsword (+1) 


13 14 
15 14 8 


Longsword (+1) 
Longsword (+1) 


and are fearless in battle (+50% on morale). 
The Monasterion also maintains a force of 50 
superheavy cavalry armed and equipped as 
the Brothors except that they wear plate mail 
rather than full plate and have non-magic 
swords. RAH, SX M, F, ALLN, CLF, LV 0, HP 
4+1d4, AC 2,WE-,BL 100, ST 11 +1d4,1IN, WI, 
DE, CO, CH All 8+-1d4, MI None, WN 
Longsword. Each Brothor is responsible fora 
unit of five men-at-arms. Together the 
Brothors and their troops form the most pow- 
erful fighting force within 100 miles of Irilian. 
The spiritual guidance of the Monasterion is 
in the hands of two clerics of Lagu. 


NAME RA SX AL CL LV HP AC AG WE BL 


H MLN C 6 26 
H MLN C 4 21 


Teng 
Arkis 


N47) = 
ise) < 


Spells: Tenq: 1st. bless x2, cure light wounds x3. 
2nd. chant x2, hold person x2, spiritual hammer. 
3rd. prayer. 

Arkis: 1st. command x3, cure light wounds x2. 
2nd. hold person, silence x2, spiritual hammer. 
The Brothors constantly harry the humanoid 
tribes to the north of Irilian and once a year, 
from the first daeg of Heahfore — Hael on- 
wards, mount a major campaign to sweep 


Tower 


H 
MONASTERION 


Barracks 


Stairs (up) 
Door 
Fireplace 
Window 
Secret Door 


SCALE :1sq=5’x 5’ 


Kitcheo 


Courtyard 


Hostel 


1000 18(78) 
1000 16 


clear an area of deviancy. They maintain two 
small forts beyond the river Sil which are 
each garrisoned by two Brothors and their 
men. Thus, at most; 6 Brothors and 24 men- 
at-arms will be in residence at the Monaster- 
ion except for during the summer campaign 
when all Brothors but one will be riding north. 

The Monasterion’s main source of wealth 
are offerings made by pilgrims who come to 
pray to the Sceptre Aef Lagu; a legendary 
artifact said to have been used by Lagu atthe 
Dawn of Time to etch the Laws of Creation 
upon the Arch of Heaven, which was redisco- 
vered by the last Gran Mareschal butoneina 
cave deep under the Scaerp Mountains. 

In truth, at the time the Monasterion was vir- 
tually bankrupted by the cost of its constant 
warfare. The then Gran Mareschal strayed 
from the One True Path and paid Zotaquaan, 
then a newly qualified wizard, to construct a 
fake relic. The 700,000sp per year from the pil- 
grim trade has kept the Monasterion solvent 
ever since. Only the Gran Mareschal and 
Zotaquaan know of the deception and al- 
though Kris would dearly love to dispose of 
the Sceptre, he has decided that it is the lesser 
of two evils to keep it rather than run the risk 
of its true value being discovered. 

The Sceptre itself is a completely plain two 
feet long slim white rod. The spell create false 
relic (see later) makes the rod give off a white 
light and auras of cold and fear. Stored inside 
it are 5 limited wish and 5 disintegrate spells 


ST IN WI DE CO CH MI WN 
14 17 14 16 16 +2Flail Flail 
(+2/+4) 
17 18 12 9 14 +2Flail Flail 
(+0/+1) 


of which one of each remains. Zotaquaan set 
it to trigger if the words ‘Lagu! hear my 

prayer, arespoken to it. In return, he receives 
20% of the revenue from it and first choice of 
any magicitems found on the Brothors’ raids. 

The Sceptre is kept inside a wizard locked 
Elfglass case (5DPV) which is in turn wizard 
locked onto the High Altar of the Chapel of 
Lagu. Each of the case, the Sceptre, and the 
Altar has 5 magic mouths cast on it to sound 
sequentially if the case is touched by anyone 
but the Gran Mareschal. One of the Brothors 
constantly keeps watch on the Chapel. Pil- 
grims are not allowed closer than 20ft. 

The Monasterion’s outer wall (25 DPV) is 
battlemented, ballista topped towers (ST 3, 
N11,N21,N31,CN AV, DPV 40) guard its cor- 
ners and the gatehouse is equipped with a 
portcullis (15 DPV, Gates 10 DPV), machicola- 
tions and murder holes. Around the central 
courtyard are the pilgrims’ hostel, a series of 
bare rooms; the extensive armoury, barracks 
and stables, a small hospital and library and 
the refectory and chapel. Guards patrol the 
walls and drill occupies the courtyard. 


CREATE FALSE RELIC (Alteration) 
Level: MU 6th, Ill 5th 
Range: 0” 

Duration: Permanent 

Area of Effect: 1 item 
Components: V,S,M. 
CastingTime: 4days 

Saving Throw: None 


This spell gives an object the appearance of a 
relic or artifact and, depending upon the 
spells stored inside it, either rewards or 
punishes those who invoke it. The spell may 
be cast upon any object which is smaller than 
two feet in its largest dimension. It has the fol- 
lowing effects: 1. Solong as its general shape 
does not alter substantially, the object may 
take on the appearance the caster wishes. 2. 
A 15ft zone around the relic may be set to 
radiate one from each of the following pairs: 
light or darkness, heat or cold, fear or well- 
being, a smell of perfume or rot. 3. Up to 10 
each of up to 3 spells may be stored in the 
relic and set to trigger by any combination of 
up to 10 words in any language. Any spell 
may be stored in the false relic but the trigger 


combination will only actually work 1 time in 
100,000; all other attempts being ineffective. 
Which spell of the possible alternatives takes 
effect on the person triggering it is com- 
pletely random. The spells to be stored in the 
relic must be cast at it within 1 day of the 
create false relic spell being completed. 

Casting the spell requires that the closing 
incantation must somehow be permanently 
associated with the relic. Since inscribing it 
on the outside of the object makes it much 
more likely that it could be discovered as a 
fake, the more usual practice is to write itona 
sheet of vellum which is then secreted inside 
the item. This spell counts as a permanency 
spell if anyone casts a dispel magic upon it. 
The material components cost 2000gp. 


13 Thri Seorra, 5 Temple Cort (G5). ST 2, N17, 
N2 15, CN PO, CM 1.0, NC 8d10/8d8/12d10/ 
12d10+10d6, NS 12, RC 1, BC 1. The Thri 
Seorra is named after the three Star Sapphires 
that sparked off lrilian’s gem rush when they 
were discovered by agnome wandering along 
the banks of the Iril. Large glass replicas of the 
famous gems now hang over the inn en- 
trance. The Thri Seorra provides a drinking 
house for those too frightened to go to the 
Heafod Aef Orc and too poor to go elsewhere 
and is therefore popular with normal Irilians. 
It has private rooms for 20 visitors and acom- 
monroom which will sleep another 15. There 
are two ineffective bouncers, Erizael Flakon- 
man and Rigisil Drekkan, both of whom are 
usually drunker than the customers. 
As well as the normal Irilian citizen custom- 
ers, the following may also be present, brac- 
keted numbers are percentage chances. 
Commandere Aef Hors (10), Hliehhanaman 
Commandere (5), 3d10 of the Garde (100), 
Acfyst the Druid (15), Miril of the Temple (20), 
Pelnon of the Temple (20). 

The Thri Seorra is a popular stopping place 
for lesser merchants and its private rooms are 
often hired for Gild and Company meetings. 


NAME RA SX AL CL LV HP AC AG WE 
Erizael H M N F 3 10 5 48 907 
Rigisil “HM NE F °3. 21 5) 31 783 


Shops (See WD43 for shop nomenclature) 
cS1 Alchemist [DMG & WD20}, 27 Riht 
Monasterion Laen (G6), ST 3, N14, N26, N35, 
CN PO, CM 1.1, YE 180363, WE 105947. Irilian’s 
resident independent alchemist is Eliaz’gth 
Hezron. RAH, SX M, ALN, CL Alchemist, LV 
6, HP 19, AC 10, AG 64, WE 105947, BL 1000, 
ST7,IN 18, W112, DE 15, CO 14,CH 12, MI See 
potions available, WN Dagger. 
Spells: One/daeg from: protection from evil, 
detect magic, detect invisibility, detect illu- 
sion, detect good or evil, know alignment, 
slow poison, stinking cloud, fools gold, 
enchant an item, legend lore, true seeing, 
enchanted weapon, stone to flesh. Any 
number/daeg from: pyrotechnics, conjure 
elemental, transmute rock to mud. 
Because he has thrown out of the Mages 
Academy for cheating, Eliaz has a hatred of 
MUs and will only work with them for twice 
the normal fees; in no case will he accept per- 
manent employment with any. In addition to 
casting spells for the usual fees, Eliaz brews 
potions for the standard prices. Those for 
which he has a recipe are Extra-Healing, Fire 
Resistance, Heroism, Human Control and 
Longevity [DMG]. He will usually have one, 
and two dose bottles of each made. Unfortu- 
nately, one of the Extra-Healing potions has 
‘gone off’ and will kill the user in 1d4 daeg 
unless a saving throw versus poison is made. 
To discourage pilferers Eliaz has mixed a 
couple of failed experiments in with other 
potions, these are a Delusionary Potion of 
ESP [DMG] and a Follicle Philtre [(WD16}. 
Potions are identified by a code known only 
to Eliaz. 
cS2 Baker. 6 Riht Screawa Clos (H6), ST 2, 
N14,N25,CN PO, CM 1.0, YE 7986, WE 3297. 
cS3 Baker. 8 Luft Oniche Weg (F7), ST 2, N1 
3,N25, CN CO, CM 0.9, YE 8647, WE 3976. 
cS4 Beader (makes beads). 1 Riht Sloegh 


IRILIAN 


Rad (H5), ST 2,N12,N26, CN PO, CM 1.0, YE 
7630, WE 4012. 

cS5 Beavermaker (beaver and other skin 
hats). 6 Temple Cort (G5), ST 1, N13, CN BA, 
CM 1.0, YE 6908, WE 3987. 

cS6 Broderer (embroidery). 4 Munuc Geard 
(H6), ST 2, N1 2, N26, CN PO, CM 1.2, YE 
15019, WE 7321. 

cS7 Burlester (womans’ headresses). 21 
Luft Monasterion Laen (F6), ST 2, N13, N26, 
CN BA, CM 1.0, YE 5930, WE 1908. 

cS8 Burreler (coarse russet cloth). 17 Luft 
Ambre Chare (16), ST 2,N14,N27,CN BA,CM 
1.0, YE 6403, WE 2970. 

cS9 (T1) Butcher. 6 Luft Sloegh Rad (H5), ST 
3,N1 2, N26, N38, CN CO, CM 1.1, YE 8973, 
WE 4009. Owned by the Gealgagang. 

cS10 Buttonmaker. 4 Riht Leogere Laen (F6), 
ST 1,N12,CN BA, CM 1.0, YE 5786, WE 1796. 

cS11 Cheesemonger (sells cheeses). 2 Luft 
Fyrgi Rad (F7), ST 1,N11, CN BA, CM 0.9, YE 
8009, WE 3396. 

cS12 Combmaker. 2 Luft Monasterion Laen 
(H7), ST 2,N13,N27,CN BA, CM 1.0, YE 9798, 
WE 4102. 

cS13 Dairy. 1 Riht Gerfaucon Straet (F6), ST 
2,N13,N26, CN BA, CM 1.0, YE 5978, WE 2013. 

cS14 Draper (sells cloth). 23, 24 Riht Monas- 
tan Clos (G6), ST 2, 2, N12, 1, N25, 8, CN PO, 
BA, CM 1.0, YE 22431, WE 12014. 

cS15 Dyer (dyes cloth). 7 Luft Screawa Clos 
(G6), ST 2,N11,N25, CN BA, CM 1.0, YE 5831, 
WE 1603. 

cS16 Engineer. 3 Luft Screawa Clos (G6), ST 
3, N12, N24, N36, CN AV, CM 1.0, YE 60193, 
WE 34510. 

cS17 Feltmaker. 11 Luft Diament Rad (E7), 
ST 2, N1 2,N27,CN CO, CM 1.0, YE 6750, 
WE 2908. 

cS18 Fishmonger. 12 Riht Temple Laen (I5), 
ST 2, N1 2, N25, CN PO, CM 1.2, YE 5549, 
WE 1760. : 

cS19 Fishmonger. 5 Riht Sloegh Rad (15), 
ST 2, N13, N25, CN BA, CM 1.0, YE 5108, 
WE 1694. 


BL ST IN WI DE CO CH MI WN 
100 16 911 13 15 12 None Shortsword 
80 14 10 14 12 14 10 None Shortsword 


cS20 Fuller (beats cloth). 13 Luft lle Rad (15), 
ST 2, N11, N25, CN PO, CM 1.0, YE 6014, 
WE 1908. 

cS21 Gemcutter. 5 Mark Geard (G5), ST 3, 
N13, N24, N36, CN AV, CM 1.2, YE 570169, 
WE 307590. Skill level 91-00. Owned by Erea 
Gasrinti. 

cS22 Girdler (belts). 3 Riht Sloegh Rad (H5), 
ST 2, N13, N25, CN PO, CM 1.0, YE 8907, 
WE 3456. 

cS23 Glover (gloves). 10 Munuc Geard (H6), 
ST 2,N13,N24,N36,CN PO, CM 1.0, YE 8796, 
WE 3207. 

cS24 Greengrocer (vegetables). 9 Luft Dia- 
ment Rad (E7), ST 2, N13, N24, CN CO, CM 
1.2, YE 8793, WE 3462. 

cS25 Guide/Messenger. 13 Luft Diament 
Rad (E8), ST 3,N12,N24, N36, CN PO, CM 1.0, 
YE 10089, WE 4281. Available are guides for 
the area around Irilian to a distance of 50 
miles. The messengers are light horsemen 
who can cover 40 miles/daeg. Cost: 3gp/daeg. 

cS26 Haberdasher (small articles of dress, 
ribbons, etc). 8 Luft Monasterion Laen (G7), 
ST 2, N13, N26, CN PO, CM 1.1, YE 23078, 
WE 9078. 

S27 Hatter (hats). 9 Rint Temple Laen (G7), 
ST 2, N13, N27, CN PO, CM 1.0, YE 8978, 
WE 4010. 

cS28 Hosier (triubhas). 15 Riht Temple Laen 
(15), ST 2,N13,N25, CN BA, CM 1.0, YE 7465, 
WE 3107. 

cS29 Hurer (caps). 2 Riht Oniche Weg (F7), 


NAME RA SX AL CL LV HP AC AG 

Hirean H MCN T 5 20 6 331 
MI +1 Dagger, +1 Leather Armour ; 

Korsal H CNeSle Bsa 3.27 


MI Potions: Speed, Leviation 

Korseal, “HF (NE "SI We 4—> 5 19 
MI Potion: Flying 

Pireal Bish Col eeeulerne2 = 4— 7S 
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ST 2, N14, N26, CN BA, CM 1.0, YE 6501, 2907. 

cS30 Mercer (sells silks, lace, etc). 16 Luft 
Ambre Chare (16), ST 3, N1 2, N23, N37, CN 
PO, CM 1.3, YE 33108, WE 20198. 

cS31 Pointmaker (shoelaces). 2 Riht Gmala 
Weg (G7), ST 2,N13,N26,CM BA, CM 1.0, YE 
6790, WE 2903. 

cS32 Pouchmaker. 3 Luft Ormr Rad (H6), ST 
2,N14,N25, CN PO, CM 1.0, YE 5897, WE 2903. 

cS33 Poulterer (poultry). 1 Riht Oniche Weg 
(E7), ST 2,N13, N26, CN BA, CM 1.0, YE 8793, 
WE 4013. 

cS34 Purser (purses). 21 Riht Monastan 
Clos (G6),ST 2,N12,N27,CN BA, CM 1.0, YE 
7931, WE 2749. 

cS35 Sacker (sacks). 7 Riht Oniche Weg (F7), 
ST 1,N13,CN CO, CM 1.0, YE 4785, WE 1980. 

cS36 Shearman (shears cloth; skins). 6 Riht 
Gerfaucon Straet (F6), ST 2, N15, N24,CN 
PO, CM 1.2, YE 6584, WE 2905. 

cCS37 Silker (sells silk). 14 Riht Monastan 
Clos (E6), ST 3, N1 2, N24, N37, CN AV, CM 
1.3, YE 21043, WE 10981. 

cS38 Starchmaker. 7 Munuc Geard (H6), ST 
1,N13, CN BA, CM 1.0, YE 4501, WE 1490. 

cS39 Tailor (clothing). 3 Temple Cort (H3), 
ST 2, N1 4, N2 4, CN PO, CM 1.0, YE 6095, 
WE 2990. 

cS40 Tapicer (tapestry). 3 Riht Peutre Weg 
(F7),ST3,N12,N21,N36,CNCO,CM 1.2, YE 
13089, WE 6312. 

cS41 Upholder (small household objects). 
13 Riht lle Rad (15), ST 2, N13, N23, CN PO, 
CM 1.0, YE 6003, WE 1907. 

cS42 Weaver (wool). 2,3, 4 Luft Peutre Weg 
(F7), ST 2, 2, 2,N1 1,1, 1,N23,5,7,CN PO, PO, 
BA, CM 1.0, YE 7968, WE 3108. 

cS43 Weaver (linen). 7,8 Riht Screawa Clos 
(H6), ST 1,3, N11, 1,N20, 4, N3 0,5, CN CO, 
CM 1.0, YE 8019, WE 2019. 

cS44 Wooler (woolen clothing). 7 Temple 
Cort (G5), ST 2,N12,N24,CN PO, CM 1.0, YE 
15074, WE 4503. 


lrilian Thieves. Irilian has many amateur 
thieves but only five professionals; Hirean 
Deorcsunnu, Korsal Uleage and Korseal and 
Pireal Tuorgum—collectively the Gealgagang 
— and Gildas Sandy, a visitor from the east. 
The Gealgagang specialise in meticulously 
planned burglaries and never descend to 
mugging passers-by, much though Korseal 
and Pireal are sometimes tempted. All four 
are members of the Theof Gild, the major 
thieves’ gild to the south of Irilian and, if 
necessary, will call upon it for assistance. 
Player character thieves discovered by the 
Gang will be asked to join; the alternative 
being death. A similar procedure to that fol- 
lowed by the Gild of Hashishiyy (Part 3) will 
determine the outcome if a conflict develops. 
The Gang will provide training to members at 
the normal prices. 

The Gang own a butchers shop (T1[cs9)) at 
6 Luft Sloegh Rad (H5) as a cover for their 
activities. They are as yet unaware of the 
independent thief, Gildas Sandy, with her 
cover as a market stallholder. RA 2, SX F, AL 
N,CLT,LV8,HP32,AC3,AG 55, WE 5897, BL 
100, ST 12, IN 14, WI 11, DE 18, CO 14, CH 16, 
Ml a1 Leather Armour, +2 Shortsword (NSA), 
Bag of Holding (150ft* volume), WN 
Shortsword. Gildas is a likeable rogue who 
drifts from town to town clearing them out 
one by one. Gildas specialises in stealing 
from upper storeys of houses and is presently 
looking for accomplices for a raid on the Tor 
Wysard. When not in the Mark Geard, she in- 
habits the garret (T2) at 4 Luft Leogere Laen 
(F6) ST 3, N11, N21, N31, CN BA. Gildas will 
train for any player thief who meets her.O 


Next Issue: Part 5, the South West Quarter. 
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Dear WD, 

To continue the correspondence on 
Dave Morris's article Zen and the Art of 
Adventure Gaming begun by Daniel 
Oppenheimer in WD42, here are a few 
hints on role-play for samurai, taken 
from the excellent Zen in the Art of 
Archery by Eugen Herrigel: The 
swordmaster holds himself in reserve, 
without the least desire to show off. 
Under the influence of Zen, his profi- 
ciency becomes spiritual and his sword, 
which has now become his ‘soul’, is only 
drawn when unavoidable. He avoids com- 
bat with an unworthy opponent, accept- 
ing the charge of cowardice with indiffer- 
ence; on the other hand, out of esteem 
for an opponent, he insists on a combat 
which cannot bring anything butan hon- 
ourable death to the latter. Through 
meditation he grows daily less access- 
ible to fear and values the search for 
Truth or Enlightenment above fame, vic- 
tory, wealth and even life itself. 

This leads me to feel that meditation 
ought actually be included as an ability 
which will directly affect all other 
abilities. Perhaps someone else would 
care to deal with this knotty problem. 

Let me add that WD’s scope has 
always seemed rather limited to me 
(D&D, RQ and Traveller mostly). While 
accepting that they are the most popular 
RPGs and therefore deserve most cover- 
age, there is no reason why new FRP 
systems shouldn't be created in your 
magazine, and the ideas and views of 
people with their own systems couldn't 
be included. For example, let’s see Dave 
Morris's Zen extended, rationalised and 
improved on in the Letters Page and in 
further articles. And then, there’s the 
possibility of scenarios — The Seven 
Samurai and Kagemusha spring readily 
to mind. 

Yours, 

Mark M Peckett, Staffs. 


Dear WD, 
| liked the new impale/critical rule 

given in WD43’s RuneRites very much, 
mainly because it brings such weapons 
as arrows back into line with slings: the 
former can do a maximum of 18, whereas 
the latter has a maximum of 8 no matter 
what special hit is used. 

The suggestions that armour and 
shields gradually get whittled away | 
think is an unnecessary complication. 
It's enough for me to handle the attacks, 
parrys and spells of 20 broos without 
having to search down their stats to see 
how many points their shields are ab- 
sorbing this round, or what armour 
points the right vambrace of broo 7 has 
when an arrow hits it at SR5 when at SR4 
a bastard sword damaged it! 

For the player handling one character 
on one piece of paper, this kind of 
‘realism’ sounds OK, but as a Referee, | 
would prefer shields and armour to take 
damage only on criticals, perhaps at a 
rate of 1AP lost per 4 of damage done, 
rounded down. | have always consi- 
dered the characters capable of doing 
minor repairs to thier equipment, such 
as hammering out dents and replacing 
straps. The cost of ‘spares’ | have always 
included in the living costs | charge my 
campaign characters. And anyway, as 
soon as one character buys repair, most 
of the above goes down in flames! 


LETTERS 


Your shield ideas | totally reject, for 
this reason. Your suggestions are writ- 
ten purely for the benefit of impaling 
weapons. A mace or great-sword wiel- 
der would nottry to smash/slash his way 
through the shield — he would attempt 
to knock the shield aside so that the 
weapon hits the person. If the shieldis a 
small one, it is going to get knocked 
aside alot easier than a large one would 
simply because it is so much lighter. | 
think the APs given in the rules strike a 
fair balance for all types of weapons. 

Yours mixed-feelingly, 

Graham Cobley, Leicestershire. 


—/ sympathise with Graham's point on 
the extra book-keeping, and find his 
suggestion for damage from Criticals 
also very appealing, also the ratio 
suggested. Of course, once repair is 
available, damage need not be perma- 
nent; but it will matter if, in the course of 
a melee, a shield’s protective capacity 
drops from 12 to 9. On missile-impales: 
we have in fact had a ruling that 
slingstones and thrown rocks ‘impale’, 
while thrown axes ‘slash’ [WF13]; but 
stones and rocks will not stick in the 
body, | believe. | feel that the new con- 
vention allows little damage to an 
arrow-impale, unless it is from a cross- 
bow; this may be realistic, though! have 
doubts. On the topic of damage to equip- 
ment generally, Simon Basham informs 
me that gear he has used in re-enacting 
Viking mayhem gets used up very 
quickly: a shield won't outlast 10 com- 
bats or a hafted weapon one campaign- 
ing season, a sword would be tough to 
last two seasons but armour is ‘fairly 
everlasting’. He supports damage of a 
serious kind being delivered by a special 
or critical hit. -OD. 


Dear WD, 

Thomas Price’s article Happy Lana- 
ings concerning starport design [WD43] 
is one of the best and most useful | have 
seen in along while. The excellent 
accompanying diagrams were just what 
I've been wanting to help with my own 
starport maps. 

However, | think the suggestion that 
the Landing Ground will be a ‘preferred 
part of any commercial starport’ is push- 
ing the theory a bit far. While it would be 
included in most higher class starports, 
a lot of the ships using the starport (in- 
cluding the ports own vessels) will be 
unable to use it. All those cylinder 
shaped cutters and ship's boats would, | 
imagine, glide about as well as the aver- 
age grand piano and as Thomas points 
out, gliding in depends a lot on the 
pilot's skill. Thus, the diagram of the E 
Class starport, showing the only landing 
facility to be a Landing Ground is also 


going a bit far — would it be worth clear- 
ing all that space if the full potential of 
the system is not going to be realised? 
Surely the E class starport would be 
more likely to consist of a parkbay style 
arrangement (using cheaper materials, 
eg packed earth as blast berms). 

Despite these criticisms, | thought the 
article really was one of the best for 
Traveller | have seen in any magazine, 
and! would like to see many more of the 
calibre of this one. 

Yours, 

Dan Bedford, London. 


Dear WD, 

If we ignore the name-calling, and the 
flourishing of irrelevant qualifications, it 
seems that Lew Pulsipher failed to fol- 
low my point in my letter in WD40. Let 
me explain myself in order to make my 
point more clearly. 

Firstly, the use of Moria—surely if D&D 
is incapable of simulating the Fellow- 
ship in Moria, then if the players have 
more than a superficial knowledge of 
Tolkien, the inadequacies will become 
obvious; and if the players do not have 
this information, the specific example 
becomes irrelevant. 

Secondly, the question of introduc- 
tory articles —| did not question the sin- 
cere intent of the scenario, merely 
lamented its execution. It is undeniable 
that FRP has expanded into wider fields 
over the last five years; the ‘dungeon’ is 
now one facet among many. Introduc- 
tory articles should reflect these trends, 
not ignore them, so that the beginners 
can benefit from the broader experience 
of others, and not be condemned to 
repeat our mistakes, and be forever five 
years behind. 

There is certainly more to FRP than 
skirmish wargaming in an underground 
menagerie. The horizons that open up 
when one escapes from the underworld 
are wide indeed. Political interactions, 
and the proper use of NPCs (rather than 
as the crew of stubborn and selfish types 
urged in the DMG), fields which | know 
that | have yet to master, within the 
actual game session, and coherent 
world design are the first topics that 
spring to mind. 

The general applicability of Lew’s 
latest article, Magimart, [WD43] is a wel- 
come expansion of scope from the usual 
dungeon-centred approach, even 
though | disagree slightly with some of 
the conclusions drawn. 

Get out into the open, and enjoy the 
fresh air! 

Cheers, 

Steve Gilham, Stevenage. 


RUNERITES 


RuneRites js a regular RuneQuest co/umn, edited by Oliver 
Dickinson. This issue, some general runic clarifications. 


Divinations 


Some Clarifications by Oliver Dickinson 


In the course of frequent Divinations, | 
have picked up many useful snippets of 
information from the Creator Gods, and 
present the most significant here; some 
answer queries that | have raised in 
reviews. My special thanks to Greg Staf- 
ford, Steve Perrin, and Sandy Petersen 
for the answers. 

Human Statistics. Tro//pak 2, p3 
suggests raising human SIZ and INT to 
2d6+6, thus giving a 8-18 range; the 
reason suggested to me is that all PC’s 
are potential heroes. | feel this is a very 
narrow range, and doubt whether all 


PC's have such lofty motives: some may — 


be out to make a quick buck and retire, 
and others may not wish to commit 
themselves to a cult, the only way to get 
far on the road to hero status, | suspect. 
An alternative, especially for NPC 
humans, could be 2d8+2. 

Healing. A Healing spell may be 
‘thought’ to the desired part of the body, 
but if healing someone/thing else you 
must use touch. Damage caused by dis- 
ruption can heal naturally, in the course 
of time, like an ordinary wound. 

Spirits. Important changes in spirits’ 
statistics and the means of acquiring 
bound spirits are recommended in Diffe- 
rent Worlds 22 [| will take this opportun- 
ity of recommending regular reading if 
not purchase of this magazine, in which 
RQ matters frequently appear; there is 
now to be a regular feature, of which the 
first appeared in DW28]. 

Conversation. It has been pointed out 
that under present rules two people hav- 
ing respectively 100% and 1% in a lan- 
guage could converse easily; a suggest- 
ed remedy is to require at least 10% 
knowledge for any attempt at successful 
communication. On learning languages, 
see DW22, also. Whatever actual INT, 
native speakers of a language should 
probably be allowed 50% skill in it. 

Dwarts. Many fighting dwarfs, espe- 
cially in their elite units, and not simply 
their equivalent of Rune Lords (Diamond 
Dwarfs), will be armed and armoured 
with iron (cf Tro//pak 1, p55). This ironis 
communal property, and it would be 
very unwise for an adventurous dwarf 
to walk off in it or for adventurers to steal 
it. Luckily, dwarfs are rarely met above 
ground these days. 

Troll Drinks. These take effect once 
you have finished the drink, though it 
should be possible to perceive some 
effects before; thus, Erosion Ouzo might 
well be melting your tongue or gullet. 
Try an INT x 5 or DEX x 5 (to represent 
feeling the effect). In the case of Powzie!, 
we all know that you can drink 1 litre 
(nearly 1 pint) in less than 20 swallows, 
but this is the number of times you must 
match the accumulating poison against 
CON. The result may well be lethal, 
especially if you are tough and hold off 
the poison for a long time; | suppose 
that’s what you get for ignoring the 
proverb, ‘Never drink a Troll’s drink’, but 
sympathetic GM's might consider reduc- 


ing the number of swallows needed to 15 
or 12. If you survive the whole first drink 
and try another, the accumulated poison 
is carried over; it'll get you in the end! 

If you feel wary, you could use a vigor 
spell or potion to improve CON before 
drinking, butifthe Trolls realise they will 
make you wait until its effects have worn 
off before your next drink. 


Fatigue. A promised article on this 
subject never materialised, but GM's 
should give it careful consideration. A 
suggested effect is loss of POW points, 
but | could see a case for deducting from 
CON, DEX, STR, even INT. 

Griffin Mountain: Clarifications and 
Errata. | don’t known how many readers 
have gone adventuring in Balazar, but 
GM's may well have found many minor 
problems and errata (eg references to 
Speedart 2+ — Speedartis nota variable 
spell). | passed on a fair number to Greg 
Stafford, and his replies are often 
interesting. 

Bluebird. His total ENC is very high, 
and this is deliberate; he’s no good off 
his horse (I haven't checked whether the 
horse can carry it all under Graham Cob- 
ley's system in WD42). He should havea 
good Speak Balazaring ability (language 
skills have often been left out), but only 
5% General Knowledge. 

Caravans. lf you are a Lunar-hater and 
thought you could make things hot for 
the Elkoi garrison by ambushing their 
supply caravan just before Dark Season, 
when no supplies are sent, forget it. 
They build up the surplus needed to 
carry them through Dark Season over 
the whole year. 

Flint Weapon. For simplicity’s sake, 
these should be reckoned to do the same 
damage and have the same HP’s as 
bronze, unless you're a fanatic for accu- 
racy (long flint blades should be more 
brittle than bronze). The arrowheads 
should cost 1C, Spearheads 7-10L. 

Linen. This is made from local wild 
flax, so is inferior to that made from cul- 
tivated flax, but it's something of a 
status symbol in Balazar, hence its cost. 

Ransoms. | commented that not all 
characters had ransoms stated. Greg 
replied that ransoms were very impor- 
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tant, for life was still worth much if 
someone would pay your ransom. Since 
no one will pay the ransoms of some 
types of character, their lives are worth- 
less, and this is a handy way of alerting 
players to the social status of their PC’s. 
There is nothing to stop them banking 
their ransom with their cult, even if lay 
members, of course; but it means laying 
aside a tidy sum —| doubt if anyone 
would bother trying to collect less than 
200L. 

Slaves. The figure of OL for Dragonewt 
slaves is correct; it signifies that no one 
will buy one. 

Truestone. | commented that Gareki’s 
piece [p100] seemed wildly undervalued 
on the scale suggested on p169, and that 
in other sources [eg Cults of Prax] it also 
seemed to fluctuate wildly. His reply is 
worth quoting extensively: ‘Truestones 
have aroused much curiosity, desire, 
and error. Much of it is because people 
forget that the incidents shown are 
always subjective. | wish | had included 
Biturian’s accounting sheet because that 
would have underlined his dilemmas 
throughout the whole saga. Truestone 
is avery, very rare and valuable com- 
modity. To most of the known world 
there is only one source of it, The Block. 
To have and hold a piece of it is some- 
thing really rare and extraordinarily for- 
tunate: it is not something which is 
available to anyone. The price is exces- 
sively high, but no one (not even tem- 
ples) can afford to buy such a thing; its 
value is beyond price! Why doesn’t 
everyone run to the Block and gather it 
up? Because the Block is a holy place to 
the Storm Bulls, who believe that 
removing a single piece of the rock is 
endangering the world by lightening the 
load which holds down the Devil. Mer- 
chants visit there and often try to buy or 
steal chips of the stone, but the Storm 
Bulls are not always dummies. However, 
if approached properly they can often be 
amused, entertained, or otherwise man- 
ipulated into distributing their sacred 
treasures. Biturian was very fortunate, 
and | regret not making his overjoyed 
feelings more visible; he left the Block a 
very rich man. You should understand 
that the Storm Bulls recognised Morak 
for what he was, ason of the Storm Bull; 
that is why they traded the rocks to 
Biturian.’ 

The Wind Sword. Although Humakt 
has formally severed his links with the 
Air Gods, any Humakti Runemaster 
would be very glad to own this weapon, 
and would probably ask to be given it 
and demand the right to fight for it if 
refused. Note that the Rune spells stored 
in the sword’s Truestone are not renew- 
able; this is an error [Wyrms Footnotes 
13, p2]. The number of Rune spell points 
must indicate the capacity of the Trues- 
tone, but only Llankor Mhy specialists 
could discover this. 

| should be interested to hear if any- 
one has succeeded in recovering the 
Wind Sword, but frankly | doubt whether 
anyone but a Rune Lord-Priest of very 
high standing would be allowed to 
retain it; any ordinary Lord or Priest 
would surely be expected to hand it over 
to the cult, for presentation to some bud- 
ding hero, as happened to a Humakti 
Initiate | know who recovered the Sword 
of Yahkkerpuhppie from Duck Tower.0 
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Introduction 

This scenario is designed as a Warham- 
mer mass battle adventure for 2,4 or 6 
players plus one umpire. The ideal play- 
ing area is eight by four feet in size (an 
average table-tennis table) but this can be 
reduced so long as the relative positions 
of troops and scenery remains the same. 
Dungeon Floorplans should be used 
when fighting occurs within buildings. It 
is recommended that an area away from 
the main table is used to resolve this sort 
of action. When figures enter buildings 
on the table, transfer them to the floor- 
plans and resolve searches and encoun- 
ters there. Each player can position any 
‘or all of his army up to 12 inches away 
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from his baseline at the start of the 
game, anywhere along its entire length. 
If reserves are being held back for use 
later, the player must inform the umpire 
at the start of the game exactly which 
game move and area of the table he 
wants them to enter. They may only enter 
on the player’s baseline. 


Scenario. Foro Malas, an accomplished 
thief of a foreign guild, has successfully 
stolen the legendary golden chalice of 
Landemar, reputedly the most securely 
guarded treasure of King Amias’ rich 
kingdom. The King has mobilised his 
army to hunt and capture the thief and 
to restore the holy relic to the cathedral 
altar before the news of its disappear- 


King Amias’ Army 


prepares 
for battle. 


ance becomes widespread. From 
snatches of information the King has 
deduced that the thief is in hiding in the 
small northern village of Thistlewood. 
Lord Vassago, evil necromancer and 
ruler of the King’s neighbouring North- 
lands, has learnt of the theft and is anx- 
ious to intercept the thief on his flight 
from the King. He has also discovered 
that Foro Malas is in hiding in Thistle- 
wood and that the King is less than one 
day away, but Vassago is determined to 
capture the chalice despite the risk of a 
costly battle. The relicis reputed to have 
great magical properties; should it fall 
into the hands of Vassago the security of 
the entire kingdom would be jeopardised 
as he would be able to command great 
power and influence over its populace. 


Victory objective. The objective of the 
game for both players is to locate the 
chalice and return it to their baseline. 


The first player to do so is the winner. 


Army Lists. The figures shown in brac- 
kets after the character or unit denote 
the recommended number of figures 
used in the game. Dependent on how 
many figures are available to you, 
choose one of the recommended game 
sizes (Skirmish Level, Engagement Level, 
Mass Battle Level) and field the troop 
totals shown by the respective number 
eg: if you decide to play Thistlewood as 
an Engagement Level action, then the 
number of figures needed for play are 
those shown as the middle total in paren- 
thesis. Obviously, for the purpose of 
game balance it’s essential that both 
players decide on the same level of action. 


Background. 

The lawful good feudality of Amias’ 
kingdom is characterised by its rigid 
class structure and strong code of 
chivalry. Honour is more important than 


Left: King Amias. 
Below: Loyal Dwarves. 
Below Right: Galen's 
heavy cavalry charge 
through and scatter a 
line of vile Rune orcs, as 
a wyvern swoops in for 
the kill in the distance. 


All figures in the photo- 
graphs are from the col- 
lections of Gary Chalk, 
Joe Dever and Gary 
Keep. 


any other value and the conduct of noble 
and common soldier alike is judged by 
the church and its holy order of fighting 
clerics — The Knights of the White Lord. 
Although relatively stable and civilised 
in comparison to neighbouring states, 
the kingdom is large and fragmented, 
with many areas dominated by Barons 
aligned against each other, all resisting 
the King’s attempts to bring about strong 
central government. Through the unify- 
ing influence of the church, the King had 
hoped to subdue the Barons and achieve 
his ambition of ‘One King, One Land’. 
The chalice symbolises the power and 
dominance of the church. Its theft and 
possible acquisition by the enemy will 
undermine the King’s efforts to unite his 


Character/Unit NoofFigures 
King Amias ( 1- 1- 1) 
Baron Galen ( 1- 1- 1) 
Imperial Guard ( 3- 5-10) 
Royal Centaurs ( 3- 5-10) 
Kings Pikes Regt (10-15-20) 
KingsSwordRegt = (10-15-20) 
Kings Mace Regt (10-15-20) 
Loyal Half-Elves (10-15-20) 
Loyal Dwarves (10-15-20) 
Galens Cavalry (10-20-30) 
Bishop Milendon ( 1- 1- 1) 


Mastery Level: 4 
Constitution: 23 
Spells: 


Bing’s Ari 


land. Chaos will prevail as the Barons 
fight for power, and in the midst of this 
Civil War, Vassago and his dark minions 
will await their opportunity to invade 
and conquer. Because of the need for 
secrecy and swift action, only asmall but 
elite fraction of the army have been 
mobilised in time to march north to 
Thistlewood. All are loyal and sworn to 
silence about the nature of their mission. 


Thistlewood. This sleepy little northern 
border town owes its allegiance to 
Baron Galen, a loyal and courageous 
noble. The mayor of Thistlewood is a 
wizard by the name of Polias, who 
resides in a tower to the east of the town. 
Although magic is treated with suspi- 
cion and contempt in the kingdom, old 
Polias is respected and loved by the 
townsfolk as his arcane skills have on 
many occasions defended them from 
bandit raids and plague. The population 
number roughly sixty of which 65% are 
women and children. 


Special Notes. King Amias, Baron Galen 
and Bishop Milendon are all immune to 
the effects of Fear and Terror. The King 
possesses an enchanted blade that 
gives +2 to strength and counts full 
effect against Undead, Gods and Demon 
types. Baron Galen suffered a serious 
head wound several years ago that 
sometimes affects him in combat. When 
involved in base-to-base combat throw 
% dice and consult the following chart 
prior to making a throw to hit: 


1-10 Double Vision -6 to weaponskill 
11-17. Nausea -4to weaponskill 
18-25 Dizziness -2 to weaponskill 
26-76 No€Effect 
77-84 Weakness of Arms -1 to strength 
85-90 WeaknessofLegs ¥2 Move for 1d6 
91-95 Enraged +1to strength 
96-00 Berserk!!! +2to strength 


If Galen goes berserk, he will attack 
friend and foe alike for 1d6 rounds, dur- 
ing which time he is controlled by the 
umpire. When the effect wears off he will 
collapse unconscious for 1d6 rounds. 


Move WS BS Strength Toughness Wounds Initiative Attacks 


King’s Army List 
3 10°. 6 3 
3 8 4 2 
3 6 4 2 
8 Zia 4 3 
a 4 3 2 
3 4 3 2 
3 45.3 2 
4/2 4 5 2 
3% 4~3 2 
8 4 4 2 
4 64 3 
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4 10 2 
2 8 2 
2 6 1 
2 3 2 
1 3 1 
1 3 1 
1 3 1 
1 6 1 
1 2 1 
1 3 1 
4 14 3 


Level 1: Cure light injury, blessing x 2, flight, gift of tongues, aura of mighty resistance. 


Level: 2: Telepathy, aura of steadfastness x 2, hold door, mystic mist. 
Level 3: Aura of invisibility, banish undead, invisibility, inspiration. 


Level 4: Wall shaker. 


Talismans: Silver Crucifix, Golden Horn of Power, Mace of the White Lord (= +2 to hit, +2 to kill.) 


NB: No more than 20% of total army should be armed with missile weapons. 
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Lord Vassago’s Armp 


Background. 

The area over which Lord Vassago 
claims sovereignty is a bleak, inhospit- 
able wasteland sparsely populated by 
feuding tribes of orcs and goblins. To the 
dwellers of the rich southlands, the 
inhabitants of the north are but legend 
with which to frighten wayward children. 


Right: 
Trolls. 
Left: 
Vassago's 
personal 
standard. 
Below: 
N’aarsh. 


scattered remnants of a destroyed army 
that once threatened the Kingdom thirty 
years ago, when an evil wizard called 
Vassago attempted to invade and con- 
taminate the rich farmlands of the south. 
His defeat was ignominious and total, 
his army was destroyed and his arcane 
powers faded. Bitter and humiliated by 
defeat, he swore revenge on the King. 
Through the practice of vile and 
unspeakable ritual his skills slowly 
returned until exactly one year ago, the 
Ceremony of Utter Degradation deep 
within his Temple of Death brought an 
end to his life and a beginning to his 
existence as a lich undead. Since that 
fateful night, Lord Vassago has amassed 
a powerful bodyguard of undead and 
begun his reclamation of the Northlands. 
Several Orc tribes, fearful of his terrible 


Character/Unit 
N’aarsh 
Ugrash-Ka 
Wyvern 
Trolls 
Black Uruks 
Vile Rune Orcs 
Black Sun Goblins 
Skeletons 
Ghouls 
Pack Wolves 


( 1- 1- 1) 
( 1- 1- 1) 
(<0- t- 2) 
( 2- 3- 5) 
( 5-10-20) 
(30-40-50) 
(30-40-50) 
(10-20-25) 
( 5-10-15) 
(10-20-30) 
Lord Vassago ( 1- 1- 1) 
Mastery Level: 4 

Constitution: 19 

Spells: 


—_- = — 


power, have been enslaved to his dark 
cause. A patrol of Vile Rune orcs, the 
largest tribe under Vassago’s control, 
captured two humans in hiding near the 
border of the Kingdom. Before their 
deaths under torture they revealed their 
part in the plot to steal the chalice, the 
whereabouts of their accomplice Foro 
Malas, and the close proximity of the 
King’s Army. Tokill the King and capture 
the famed chalice of Landemar would 
indeed be a most fitting revenge for 
Vassago. 


Vassago’s Army List 


3% 


COC WNHNWWAWOWO 
WO NNANNHNATAN 
Mm OOWDWWWDOMOM 


4 


Special Notes. N’aarsh is an armed 
undead champion Spectre. He controls 
the skeletons and must be within 12” to 
operate them. He uses a poisoned two- 
handed weapon which causes paralysis, 
as does his touch. Ugrash-Ka is the hill 
giant leader of the Vile Rune tribe of orcs 
and is subject to Frenzy. A bitter feud 
exists between Ugrash-Ka and the trolls. 
Unless they remain at least 24” apart 
they will attack each other, even if it 
means breaking off combat with the 
enemy to do so! The Vile Rune Orcs will 
not attack a unit unless they outnumber 
it by atleast 112: 1. They will attack elves 
in preference to other troop types. The 
Black Sun Goblins are subject to Terror 
if within 24” of wyverns, who inhabit the 
same mountain region as the goblins 
where they are their main source of food 
and recreation. The Black Uruk orcs are 
an elite fighting orc tribe who will attack 
dwarves in preference to other troop 
types. The Pack Wolves are semi- 
intelligent — an independent unit under 
Vassago’s control. They will attack 
horses in preference to other troop types. 

Lord Vassago controls his personal 
bodyguard, the ghouls. They can oper- 
ate up to 48” away from him. Vassago 
has the ability to raise dead (2nd Level 
Necromancy Spell) within the boundary 
of the Church graveyard. 


Left: Ugrash-Ka. Below left: Wizard Polias. 
Below: Black Uruks. 
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Level 1: Raise recent dead, curse, detect hidden doors, flight, wind blast. 


Level 2: Blood lust, cause severe wound, cursed repugnance, banish undead x 2. 

Level 3: Create zombie, inspiration, invisibility, summon undead. 

Level 4: Restore life, blast. 
Talismans: Hell Knife, Darkstone, Sceptre of Power (over orcs/goblins/trolls) Range—12”. 


NB: No more than 25% of total army should be armed with missile weapons. 
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Gmpire’s Gude to Thistlewood 


Thistlewood Church. The town priest is 
in the tower. He will throw holy water at 
anything entering the trapdoor, whichis 
the only entrance. Holy water causes 
two wounds to undead. He will leave 
with the King’s men but will fight to the 
death any of Vassago’s army: 
Priest Varlie 
Move WS BS STR Toughness Wnds Initiative Atks 
4 2 2°2 B 1 3 1 
A concealed trapdoor under the altar 
leads to the church crypt. Gold plates, 
silk robes and a gold chalice (not the 
chalice of Landemar, all worth C250) 
have been hidden inside an altar cloth 
amongst a pile of books in the SW corner. 
The northern wall of the crypt has an 
ornate arched portal. This will te/eport 
anyone passing through it to the tomb 
of Lord Pellion. 


Tomb. Strength value 4 (two men) will 
move the tomb cover. Underneath is a 
drop of 4ft to a sarcophagus with Lord 
Pellion inside, former Baron of the area. 
The lid of the sarcophagus is 3ft above 
the floor, total height of the tomb being 
7ft. In the western wall of the square 
tomb is an ornate arched portal which 
will teleport anyone passing through it 
to the crypt of the church. The sar- 
cophagus can be easily opened to reveal 
the remains encased in armour. Beside 
the corpse is a valuable ornate sword. 
This is a cursed sword (-2 to hit and to 
kill) that was responsible for the Lord’s 
death. It glows bright green when held 
and will attract a// undead to itself when 
glowing (up to a range of 60”). All 
undead will ignore their controller's 
commands and head for the sword, 
attacking all who come in the way. The 
sword cannot be dropped until it draws 
blood, which will deactivate the curse 
for one day, and its abnormal weight 
halves the wielder’s movement and 
makes use of a shield impossible. 
Attracted undead will try to impalethe 
sword-holder upon the cursed'blade to 
order to break the effects of the curse 
upon them. Undead cannot activate the 
curse. All peasants in the town are aware 
of the legend and curse of Lord Pellion’s 
Sword. 


Cottage No 1. Contains 6 peasants who 
will try to repel any of Vassago’s troops, 
with improvised weapons. Average 
rating: 

Peasants 

Move WS BS STR Fengnnees wines mee ae 


Cottage No 2. Holds 8 peasants prepar- 
ing to leave; each has an average of C5 
in cash. They will accompany any King’s 
men evacuating them, and will rout from 
any of Vassago’s troops. 


Cottage No 3. Thistlewood General 
Store. Ground floor contains hardware, 
clothing, food and provisions. All doors 
are barred and need strength 8 to break. 
Atrapdoor behind the counter leads toa 
cellar where 1d4x 4women and children 
are hiding. The storekeeper will defend 
them to the death against Vassago’s 
troops. 

Mallin 


Move WS BS STR Toughness Wnds Initiative Atks 
5 st 3 2 8 1 4 1 


Cottage No 4. Behind this dwelling is a 
small blacksmithy. Inside, above the 
fireplace, a large painting depicts the 
death of Lord Pellion. It shows a plate 
armoured knight being slain by skeleton 
warriors, whilst the ghostly outline of a 
demonic hand holds the blade of his 
sword preventing him from striking back 
at his attackers. The shield motif is iden- 
tical to an embossed crest on the lid of 
the tomb. The two occupants of the cot- 
tage will surrender to either side without 
a fight. They will only explain the picture 
if asked directly about it. In a wardrobe 
upstairs hides their small son. 


Cottage No 5. 12 peasants, armed with 
improvised weapons. The doors are bar- 
rackaded — strength value 8 to break 
down. They will aid the King’s men and 
will fight any of Vassago’s troops that 
attempt entry. 


Cottage No 6. In disarray, shows signs 
of a hasty evacuation. Trapdoor leads to 
a wine cellar containing a vicious dog 
that will attack anyone attempting to 
enter: 


Mad Dog 
Move WS BS STR Toughness Wnds Initiative Atk 
9 2 = 2 B 1 3 2 


Cottage No 7. Just inside the front door 
lies the cold:and stiff body ofa male vil- 
lager, stabbed to death. Lying face down 
on the stairs is the body of a female vil- 
lager, killed by a crossbow bolt. The fur- 
niture has not been disturbed and there 
are no signs that a search has been 
made. Upstairs behind.a bed cowers a 
frightened teenage girl. She saw the 
murder of her parents by a human 
stranger who entered their cottage at 
dawn demanding food and shelter. He 
had aforeign accent, darkly tanned skin, 
a.small red velvet sack, a curved dagger 
and a light crossbow. The village alarm 
bell was sounded shortly after he 
entered the house, which panicked the 
stranger and a struggle ensued between 
him and the girl’s father. She saw the 
stranger opening the trapdoor to the cel- 
lar, and close it after him. He did not take 
the small red velvet sack with him. Foro 
Malas is hiding in the cellar. He will fire 
his crossbow at anyone that enters: 
Foro Malas 
Move WS BS STR Toughness Wnds Initiative Atk 
5 8 8 2 B 2 8 1 
He has hidden the chalice in the fireplace 
of the ground floor. He will not reveal its 
location unless tortured or charmed. 


Wizard's Tower. A ladder to a door on 
the west wall of the 1st floor is the en- 
trance. There are four levels to the tower: 

Ground Level. Large storage area with 
barrels, packing cases, sacks of food and 
provisions. Access is via a double trap- 
door with a winch device on a beam 
above it. 

1st Floor/Access Level. Large open 
entrance hall with ornate tapestries on 
all walls. An old man in blue robes lies 
dead at the foot of the stairs to the next 
level. In his right hand is some chalk with 
which he has scrawled the letters MALAS 
on the stone floor. 

2nd Floor. Kitchen and dining area. The 
remains of two meals still lie on the large 
oak table. Stairs lead up to the next level. 


3rd Floor. The living quarters of 
Wizard Polias, the owner. An ornate 
throne stands in the NE corner surround- 
ed by the paraphenalia of one who prac- 
tices the arcane arts. Alarge double bed 
occupies the SW corner next to a large 
bookcase of ancient tomes. A writing 
desk next to the fireplace on the north 
wall contains several documents. A 
thorough search of these papers will 
reveal a letter from Foro Malas confirm- 
ing his intended visit to the tower. He 
claims to be an accomplished mage of a 
foreign land, on his way home after a 
successful tour of the Kingdom. Polias 
had discovered the thief after dinner the 
previous evening, when he had sneaked 
a glimpse into the red velvet sack. Foro 
Malas, murdered him and fled the tower 
at dawn. 

Tower Roof. Open stone watchtower 
roof with a trapdoor leading to the 3rd 
Floor. 

Village Well. Contains a +1 to hit 
broadsword wrapped in chamois 
leather in the well bucket. This has been 
hidden there by a villager before he fled. 


Advice to Umpire 
Reada//.sections of the scenario and 
familiarise yourself with the backgrounds 
of both sides. Each player must remain 
unaware of the village details and the 
search progress of their opponent. It is 
best that all information regarding spell 
use, questions relating to search and 
encounters inside buildings with non- 
player characters be given to the players 
as a written note or discussed in private. 
Maintaining suspense guarantees a very 
enjoyable game for everyone. 

Buildings can be bought or scratch 
built from card or plastic, trees and 
hedges from lichen and twigs, and inex- 
pensive stream sections, bridges, and 
walls are available from the Bellona 
range of wargame accessories. 

If the figures recommended in the 
army lists are unavailable to you, total 
what troops you do have and make up 
two roughly equal sides based on the 
relative strengths of the troop types 
involved. 


Figure Recommendations 

The King’s Army 
Any two of the Citadel 
boxed set Goodly 
Knights of Law 
Citadel C38/3b 
Asgard FM21 
Citadel C37/1e 
Citadel C37/1a, or 

Chronicle CF5 

Citadel C37'2a 
Ral Partha PO2/3d 
Citadel! CO6 1a-d 
Citadel! C39/1d 
Citadel C03/1b 


King Amias, 
Baron Galen 


Imperial Guard 
Royal Centaurs 
Kings Pikes 
Kings Swords 


Kings Mace 
Half-Elves 
Dwarves 

Galens Cavalry 
Bishop Milendon 


Vassago’s Army 
Citadel 
Ral Partha 
Citadel 
Citadel 
Chronicle 
Citadel 
ranges 
Citadel C13 1a-f 
Citadel C17 
Complete range 
Citadel! C18/1d 
Ral Partha P15.4g 
Citadel C18 1a, or 
Chronicle CM12 


N’aarsh CO1 4a-d 
Ugrash-Ka 
Wyvern 

Trolls 

Black Uruks 
Vile Rune Orcs 


Black Sun Goblins 
Skeletons 


Ghouls 
Pack Wolves 
Lord Vassago 


FIEND FACTORY 


Fiend Factory is a regular department featuring readers’ monsters for D&D and AD&D, edited by 


Plane Speaking 


D&D and AD&D creatures from the Elemental and Para-Elemental Planes 


Albie Fiore. 


SAND DEMON 
by Alan Craddock 


NoAppearing: 1-3 


ArmourClass: 0 
Movement: 
Hit Dice: 
Treasure: 
Attack: 
Alignment: 
Intelligence: 


24" 

5d8+1 

Qand Xinlair only 
2d6 plus special 
Neutral 


Sand demons, or dust scurries as they 
are sometimes known, are para-elemen- 
tal beings from the Plane of Dust. Though 
rare, they are most commonly found in 
arid deserts, near mines and pyramids, 
or billowing along sand-filled corridors 
in underground caverns and dungeons. 
They choose these locations as they are 
most comfortable here, as well as being 
assured of encountering magic to which 
they are attracted. 

When attacking, they form whirlwinds 
akin to those of djinni but only take two 
melee rounds to form and to dissipate. 
Their 2d6 points of damage is inflicted 
by the abrasive qualities of the whirled 
dust and sand particles. Any being 
within 20’ of such a whirlwind not cover- 
ing their eyes will be blinded for 2d4 
rounds. The whirlwind will also disperse 
any creatures in gaseous form within 
20’. It will also etch such surfaces as 
glass, crystal and even soft metals giv- 
ing them a ‘sand-blasted’ effect. 

Sand demons also have some magical 
abilities. They may create gust of wind 
(as a 5th level magic user) twice per day, 
and heat metal (as the spell) once per 
day. These are inherent abilities and may 
be used at any time by the beast, even 
when in whirlwind form. Sand demons 
also have a ‘mirage creating’ power 
which they use to attract prey. Mirages 
may only be used outdoors, in hot cli- 
mates, and usually take the form of 
oases, ruins or even piles of treasure. 
(Treat as hallucinatory terrain as cast by 
a 6th level illusionist, though the sand 
demon may use the power at will.) 


In addition to their whirlwind form, the 
sand demon can assume a rough 
humanoid shape for only short periods 
of time as they gradually lose the cohe- 
sion necessary to maintain it. Its most 
common form is that of a 10-15 foot 
high, shifting eddy of dust, sand, leaves 
and small twigs. 

Due to their aerial nature, sand 
demons may only be hit by magic 
weapons and are only affected by the 
following spells: dispel magic and simi- 
lar spells which will act as a s/ow spell 
on it; weather summoning which will 
drive the demon back to its para- 
elemental plane; and contro! winds 
which will bring the creature under con- 
trol for as many melee rounds as the 
number of turns/level the spell would 
normally have effect (for example, a 
10th level druid could control the crea- 
ture for a full turn). 


FIRE TONGUES 
by Alan Craddock 


NoAppearing: 1 (or 1-4) 
ArmourClass: 4 

Movement: 12” 

Hit Dice: 4d8 

Treasure: Nil 

Attack: 2d6 burn plus special 
Alignment: Neutral (evil tendencies) 
Intelligence: Semi- 


These strange, rare beings are lesser 
creatures of the Elemental Plane of Fire. 
They generally appear as dancing ton- 
gues of fire, hence their name, and can 
range from small (4”) to medium (man- 
sized) in size. They roam the Prime Mate- 
rial Plane, delighting in setting alight 
combustibles or giving creatures a swift 
burn and then darting away. 

Fire tongues have certain inherent 
abilities due to their magical nature. 
They may affect normal fires, as per the 
magic user spell, at will. They may also 
alter their appearance to form spheres 


of light similar to those of will o’the 
wisps, orto the form ofa faintly glowing, 
vaguely man-shaped being. If a fire ton- 
gue hits its target on two or more con- 
secutive melee rounds, anything on the 
target that is combustible will ignite. 
(Note the effect of this on non-magical 
clothing — treat as an additional 1-3 
points of damage per round if the clo- 
thing fails a save versus fire.) 

Being elemental in nature, these crea- 
tures can only be harmed by certain 
spells and by +1 or better magical 
weapons. Spells with a fire based com- 
ponent will do no damage while water 
based spells will only do half damage as 
the creature's intense heat will turn most 
of the water to steam before it can do 
any damage. Cold based spells will do 
double damage, and all other spells do 
normal damage where applicable. 

The fire tongue can detect invisible 
creatures 75% of the time due to 
changes in the air pressure affecting its 
flickering form. 

When reduced to zero or fewer hit 
points, a fire tongue explodes as a 3 hit- 
dice fireball, causing damage to all 
within 10’ radius (normal saving throw 
applies). 

Itis believed that these fiery creatures 
were brought about by high level 
experimentation by magic users, and 
gaining freedom have since found their 
place in the scheme of things on the 
Prime and Elemental Planes. They are 
often found in the service of fire elemen- 
tals, efreeti, or high level magic users 
and druids. 


SERVANTS OF THE FLAME 
by Alan Craddock 


NoAppearing: 4-16 

(10-100 on Plane of Fire) 
ArmourClass: 5 
Movement: 15” 
Hit Dice: 2d8+2 
Treasure: 2-5 gems in lair 
Attack: Two claws for 1d4 each, 
and bite for 1d6 
Lawful (evil tendencies) 
Low 


Alignment: 
Intelligence: 


These fiery creatures appear as 4’ tall, 
hairless monkey-like beings with large 
flame red eyes and clawed hands. If 
encountered on the Prime Material 
Plane, licks of flame can be discerned 
running along the legs and backs of the 
creatures. 

Servants of the flame, or fire-monkeys 
as they are sometimes known, normally 
dwell on the Elemental Plane of Fire, 
where they act as servitors, subservient 

\to beings such as efreeti, fire elementals, 


and even salamanders. 
; They are very rarely encountered on 


FIEND FACTORY 


ELEMENTALS OF THE PARA-ELEMENTAL PLANES 
by Jason Micklewright 


Dust Heat Ice Vapour 
No Appearing: 1 1 1 1 
Armour Class: 2 Zz 2 2 
Movement: 15” 36” 6" 24” 
Hit Dice: 8,12 0r 16d8 8,12 0r 16d8 8,12 0r 16d8 8,12 0r 16d8 
Treasure: Nil Nil Nil Nil 
Attack: See below See below See below See below 
Alignment: Neutral Neutral Neutral Neutral 
Intelligence: Low Low Low Low 


General Notes 

These elementals conform in most ways to other elementals. They can only be hit 
by +2 or better weapons and may be conjured or summoned as any other elemen- 
tal. For the purposes of the 5th level magic user spell conjure elemental, material 


the Prime Material Plane where they 
most often act as servitor/guards to gre- 
ater fire creatures, though they are occa- 
sionally used (much in the same way as 
mephits) as messengers. 

When encountered on the Plane of 
Fire, they are much more numerous and 
common, for here they are the equiva- 
lent of serfs, and all the menial tasks fall 
to them. 

If pressed, or encountered on guard, 
the fire-monkeys will first dispatch a 
messenger to alert their masters and 
other outposts before rushing to the 
attack. They attack with their clawed 
hands and their jaws. Part of the damage 
they inflict is from their fiery bodies, so if 
the victim is protected from fire, subtract 
one spot from each damage roll, (to a 
minimum of one). 

For every 10 of these creatures 
encountered, there will be a stronger 
leader-type with 18 hit points (attacking 
as a 3 hit-dice monster) and Armour 
Class 4. 

For every 50 of these servants encoun- 
tered, a ‘greater servant’ or pyro will be 
present. These have 22-24 hit points, 
AC3, and attack as a 4 hit-dice monster. 
Pyroes are able to cast flame equivalent 
to a burning hands spell causing 4 hit 
points of damage to any creature ina 
120° arc extending for 10’ in front of the 
pyro. They may use this power twice per 
day and it is evoked by will only, it does 
not have to be concentrated upon as 
would a spell. 

Normal weapons will harm these fiery 
spirits as will most offensive spells, ex- 
cepting those of a fire-based nature. Cold 
based attacks will do double damage. 

Servants of the flame appear to have 
their own language, foritis obvious that 
they communicate, but whether by 
physical signals or patterns of flame on 
their bodies is unknown, for they are 
completely silent. 

It is said that these creatures were 
formed by Imix, the Evil Lord of Fire, as 
he was desirous of slaves to carry 
further his insidious schemes and 
designs against Olhydra. 

Fire monkeys are generally black or 
dark tan in colour with reddish orange 
flames running along their back and 
limbs. Eye colour is predominently red, 
though a small percentage have yellow 
eyes. Pyroes are lighter in colour for the 
most part, shading through the tans, and 
their eyes are orange-red. 


components for each version of the spell are as follows: 


Dust elemental — dry sand 
Heat elemental — igneous rock 


DUST ELEMENTAL 

Dust elementals appear as large (15’ tall 
and 5‘ diameter) pillars and rotate about 
a central axis. They have one attack per 
round for 2d10 points of damage and 
any victim must a'so save versus petrifi- 
cation or be blinded for 1d6 rounds. If 
any creature is hit 3 times in succession, 
they must save versus poison or choke 
to death in 1d4 rounds due to the inhaled 
dust. 


HEAT ELEMENTAL 
These elementals appear as a mass of 
air shimmering with heat. They attack 
once per round with a hot blast concen- 
trated on one target and doing 3d10 


points of damage due to the stifling heat. 


A heat elemental cannot pass through 
anything cold but melts ice at the rate of 
10 cubic feet per round for each hit dice 
it possesses. 
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Ice elemental — cold water 
Vapour elemental — hot water 


ICE ELEMENTAL 

An ice elemental is humanoid in shape 
butis made up of many jagged pieces of 
ice. Because of this their fearful attack, 
once per round, inflicts 4d10 points of 
damage. Also, there is a 1 in 6 chance 
that when a hit is made a jagged frag- 
ment of ice will break off and remain in 
the victim doing 1d4 points of cold dam- 
age per round for 5 rounds or until it is 
removed or melted. 


VAPOUR ELEMENTAL 

This elemental is a billowing cloud of 
steam which has one attack per round 
doing 3d8 points of damage. Also, a 
save versus breath weapon must be 
made (at —2 if wearing bulky armour or 
equipment) or the victim will fall uncon- 
scious for 2d4 rounds due to the dense, 
almost unbreathable air in the elemen- 
tal’s vicinity. 


TREASURE CHEST 


Elemental Items 


by Daniel Hooke 


Treasure Chest is a regular department for D&D ideas. This issue we have a collection of Magic Items for 
use with this issue’s Fiend Factory. The Magic Items for summoning the Fiend Factory para-elementals 


and their cursed counterparts are: 


Bellows Commanding Dust 
Para-Elementals 

These bellows appear as normal leather 
bellows bound in brass, unless magic is 
detected for. It enables a magic user to 
summon a9Qhit dice dust para-elemental 
from that para-elemental plane. Dust 
must be poured down the nozzle, the 
bellows pumped nine times, and acom- 
mand word spoken. If oaken ash is used 
in place of dust, the para-elemental will 
be of +1 on each hit dice. 


Bellows of a Dust Storm 

- These bellows appear as those of com- 
manding dust para-elementals. How- 
ever, on the ninth stroke, dust will blast 
forth, blinding all those in a 1” radius, 
who fail their saving throw versus magic. 
It will blast uncontrollably for nine 
rounds, causing 2-12 hit points of dam- 
age per round, and force any who haven't 
already been blinded to save versus 
magic each round, or be blinded. The 
blindness can only be removed by the 
sight restoring spells. The bellows are 
AC 0, and take 9 hit points to destroy. 


Crucible Commanding Heat 
Para-Elementals 

This container appears as a large crucible 
not unlike those used by alchemists. If 
filled with igneous rock and heated, the 
command words need only to be spo- 
ken, and a9Q hit dice heat para-elemental 
will appear. If an affect normal fires is 
used to heat the crucible, the para- 
elemental will have +2 on each hit dice. 


Crucible of Overwhelming Heat 

This crucible appears as any magical or 
ordinary crucible. On heating, however, 
it will radiate heat which grows stronger 


by the round. The heat causes all those 
within 5’ to take 1-4 hit points of damage, 
per round, cumulative, ie 1-4 the first 
round, 2-8 the second, 3-12 the third. On 
the fifth round, the heat effects those 
between 5’ and 10’ as it did those within 
5’. On the tenth round it effects all bet- 
ween 10’ and 15’. Attacks will be at -1 per 
round of being near the crucible. There 
is, after the first two rounds, a 1% 
cumulative chance that any within 5’ will 
spontaneously combust, dying in four 
rounds. If the person is ‘put out’, he or 
she will have lost 1 in 4 of his or her hit 
points per round of being alight. This 
crucible takes 5 points of damage to 
destroy, and those wishing to strike it 
must hit armour class five and save ver- 
sus breath weapons at -4. 


Crystal Commanding Ice 
Para-Elementals 

This crystal appears as any gem stone. It 
is made of ice, although it will never 
melt. It emanates cold, and if held for 
more than a round, will cause its bearer 
to fight at -1. If the command word is 
spoken, andthe crystal blown on, a9 hit 
dice ice para-elemental will appear. If a 
cold spell is cast upon the crystal, just 
before summoning, the para-elemental 
will have +2 on each of its hit dice. 


Crystal of Frostbite 

This crystal appears as that of com- 
manding ice para-elementals, except it 
is cursed. When itis blown on, it freezes 
itself to the bearer’s hand. Only a wish 
or alter reality spell may remove the 
crystal, if cast within a round of grasping 
it. By three rounds, the whole hand will 
be frost-bitten. By a turn, the entire arm 
will be affected. After a day, the whole 


CV gray 
1.0.0. 


body will be a shade of blue, and forever 
cold. Because of this, the victim will lose 
two points of dexterity, fight at -2, and, 
any spells cast have a 10% chance of fai- 
lure. Only direct intervention by the gods 
will rid the character of this frost bite. 
The crystal will disappear after two days. 


Kettle Commanding Vapour 
Para-Elementals 

This metal container appears as a nor- 
mal kettle unless magic is detected for. 
When water is placed within it, boiled, 
anda stream of steam is issuing from its 
spout, ata command word, a Q hit dice 
vapour para-elemental will appear. If 
Sweet Water is boiled, the para-elemental 
gains +1 on each hit dice, and will wil- 
lingly obey its summoner. 


Kettle of Obscuring 

This kettle appears as any normal or 
magical kettle. On boiling water in it, 
steam will billow out, reducing vision to 
2'ina1” radius. Thereis a 1% chance per 
point of constitution below 18 for a 
character to fall unconscious for 3-6 
rounds. At the same time 1-3 enraged 
vapour para-elementals will appear, and 
attack all the creatures within the steam 
cloud. The para-elementals will not 
return to their para-elemenal plane until 
the summoner has been killed, or, if he 
or she had sense enough to leave the 
cloud, everybody within the cloud has 
been killed. 

Note: As with the elemental conjuring 
devices, and their cursed counterparts, 
these magical devices are only usable by 
magic users. See Fiend Factory for the 
para-elemental descriptions and see 
Elementals in the Monster Manual for 
other information.O 
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White Dwarf does it once a 


ae 
month - Keith Sandle 
TSR do it™- a friendly lawyer 
C&S players don’t do it, they roll 


COMPETITION RESULT: §— wild “a'twith crystal balls 


th crystal balls 


The Where Do They Do It compet- - Williams? 

ition from WD 42 broughtin some Gary Gygax does it all the way 

consistently recurrent themes, to the bank - Graeme Davis 

such as: The winner, with a nice pun and 
Assassins do it from behind. double meaning giving a subtle 
Thieves do it in the shadows. variationona popular theme was: 
Gnomes do it in the garden. Monks do it out of habit -Ted Day. 

However, entries worth an hon- Ted receives the autographed set 

ourable mention were: of Fighting Fantasy Gamebooks. 


ae 


ing acts including live combat 
from the warriors of Treasure 
Trap. The first big performance of 


the day came in the Painting Com- 


petition won by Duncan Probert REISSUE OF THE MONTH 


with a little number of great DUNGEONS & DRAGONS BASIC 
power and delicacy entitled SET: E. Gary Gygax & Dave Arne- 
‘Menolly of Pern’. This was fol- son (TSR Hobbies Inc.) This remix 


lowed later in the day by the Offi- of the long-standing number 1 hit 


TALE) ACE TAG AN: cial Dragonmeet '83 RuneQuest } comes in flashy 10” red 
WE’ ME ; ‘AGAIN Competition staged by Simon cardboard. With the words re- 
Hill. Suddenly people were on written by Frank Mentzer, the set 
DRAGONMEET ‘83 their feet, urging the heroes to has a lot that’s new to offer. Best 
Westminster Hall, London greater deeds, but none greater track is ‘Solo Adventuring’ featur- 
than the feat of Andrew Spears ing a funky solitaire adventure. 


Take a day of sweat and swelter, who won the competition. With Exhilarating cover art !s by 
cram over a 1000 gamesters into adrenalin and coke flowing, the Elmore: well, shake your money- 


the cooler, adda fouled up PAsys- build up was just right for the maker, TSR! 

tem and you've got the recipe for Official Dragonmeet '83 AD&D 

the most successful Dragonmeet Competition performed with 

yet. Crazy but true. Despite the panache by the Labyrinth War- HERO 8 VILLAS on 
weather, everyone had a great riors. They were a new group at 


: rae F SQUARE: Rose Estes and 
time. The competitions all worked the Meet but went through their VILLAINS O 


up to a breathless finale, andthe _ set in fine form sweeping their F VOLTURNUS: Jean 


Blashfield (TSR Hobbies Inc) 


encores continued through till 8.30. audience along with them until . 

Orcs a5 The atmosphere was estab- one, Robert Carver emerged as Eve oA ate plead ca in the 

PRODUCER: As ard Miniatures lished early with the man trading the winner. ndless Quest series. They are 

; : shed early ¥ Mg g e both based on hit titles Hero 

STARRING: OR17 Soldier Orc with | stands hawking their wares, the Dragonmeet ‘83 was a great day : é : 

STARRING: Unt) OU y : ‘ 9 featuring a be-bop grandma on 

Shortsword Great Orcwith Scimitar Fanzine editors running riot as for hobby gaming and Games the soos is sored from:TO 

well as 4 arieie and the lead off Workshop, the promoters, are Secret while Villains is out of Sear 

: ames of Warhammer, Traveller, already making plans for next . 

This latest extravaganza from the | Golden Heroes, AD&D, Laser- year's Meet, probably atthe same Frontiers. Solo rhythyms for the 


Asgard studios stars a cast of 
thousands. After a slow build up 
through cave orcs, black orcs and 
greater Orcs, the range reaches 4 
fitting finale with the appearance 
of the wolf riders. 


young to pop their imagination to. 


_.AND NOW FOR SOMETHING 


COMPLETELY DIFFERENT 
CALAMITY: Andrew LLoyd Web- 
ber (Games Workshop) This 
marks a new direction for the 
Workshop label with this latest 
offering from the productive pen 
of millionaire songwriter Andrew 
LLoyd Webber. Naturally, it’s 
more in the classical mould than 
their usual offerings. Based on the 
world of high finance interna- 
tional insurance, it has one track 
that runs round the entire board, 
4 la roots hit Monopoly. Sounds 
clichéd, but the groovy variations 
on movement and claim settling 
are sure to lure the audience into 


Heroic Adventurers Pete Tamlyn of Imagine = : yi the world of high-finance risk- 
He NTICER: Citadel Miniatures | showing his true colodrs~ ; Be | w2king 2nd baci sto ea 


Y - be the Christmas hit of the year. 
STARRING: Redshirt the Wizard OO 
Gorlan the Lawful Knight NATIONWIDE 


This boxed gmbh a ‘\ ; _) a be i % pitt 
quick sequel to Chaos Marau ers, ‘ Pee - : 
is an all-star remake of The Magni- ee \ Joe Dever moves In for the kill. 


burn, anda host of other support- location. 


Chaos Marauders 
PRODUCER: Citadel Miniatures 


STARRING: Arralrack the Oare 
Champion 


This smash proniiesen from 
Citadel is the latestint ehitseries q ; 

of boxed Personality Sets. A sort F ; —_— he 
of Dirty Dozen (less five), the cast aa 
of seven runs through the gamut 
of threatening poses from A-Zin 
fine style. 


ficent Seven (plus two). These Next month, the White Dwarf 
nine heroic characters are obvi- show hits the road for a world- 
ously destined to meet the wide tour. The top ranking line-up 
Marauders in many adventures. includes (comic) strippers Thrud 
the Barbarian, The Travellers and 
Gobbledigook; Wordly Power — 
futuristic political sounds in the 
Traveller mould; anew act, Lew's 
Views from ace US supa-rapper, 
Lew Pulsipher; backing supplied 
by support groups Fiend Factory, 
Open Box and others; with the 


Broo 
PRODUCER: Citadel Miniatures 
STARRING: Two-Headed Broo, 


Bird-Legged Broo 


Aseries of short features from the 
Citadel studios starring mutant — : AD&D city/scenario lrilian build- 
and regular broo blister-packed in Gary Chalk enjoying 4 A refreshing end to the day for the ing up toa really heavy metal 
twos. game of Warhammer. organisers! finale! Not to be missed! 


A few weeks ago, the Dwarfsters asked 
me if | would like to write a gossip col- 
umn forthem. Not being one to miss the 
chance of having a good snipe and 
spreading juicy rumours, | agreed. | 
mean, who could refuse the chance to 
write for White Dwarf? | asked for only 
two conditions: that | remained 
anonymous (I wouldn’t want anyone to 
write nasty letters about me) and that | 
get a free ticket to Dragonmeet — “hit 
‘em where it hurts” is my watchword. 
Anyway, come July, | duly sashayed 
down to Central Hall, Westminster to 
check out Dragonmeet ’83. 

On a day hot enough to neuter an ice 
elemental, the masochistic FRP fans 
turned outin droves to cram themselves 
into the hall to experience the most suc- 
cessful Dragonmeet yet. Some 1,500 
gallons of sweat were mopped up dur- 
ing the day and enough Coke cans were 
found to build a space shuttle! 

Dragonsweat 83 was a who's who of 
role-playing: Games Workshop's own 
Fighting Fantasy Funboys lan Livingstone 
and Steve ‘Ask-me-any-question-you- 
like-about-Car-Wars’ Jackson, smiled at 
everybody; Daniel Collerton, Phil Mas- 
ters and Marcus Rowland were seen 
arguing at the White Dwarf stand about 
who had had the most articles pub- 
lished, with staff editor Jamie 
Thomson agreeing with all of them; 

Paul Cockburn, Mike Brunton and Pete 
Tamlyn were seen patting each other on 
the back in true /magine style; Fanzine 
editors, including lan Marsh and Mike 
Lewis of that wonderfully objective and 
impartial little ‘zine Dragonlords, out- 
numbered gamers by about 30 to 1. 

Treasure Trap showed us some real 
blood when one of their members 
decided to thrust his nose onto the blade 
of a steel sword. The competitions ran 
smoothly despite the fact that inaudible 
glamer had been cast on the PA and 
instructions were being barked out on a 
megaphone. (| mean, where did they dig 
up a megaphone, for crying out loud!) 
The proprietors of the trade stands all 
looked mildly embarassed strolling 
about with their pockets bulging with £5 


a Ji 


GOBBLEDIGOOK by Bil 


Al 


SUPER MOLE 


Super Mole 


Welcome to the first in our new gossip column, the author of which, not 
unnaturally, wishes to remain anonymous. He shall be referred to only 
as Super Mole — rumour monger extrordinaire! 


notes. The last attendees finally wilted 
at 8.30pm, many then crawling away on 
all fours to the nearest pub for a session 
of that infamous RPG Friday in 
Dundee. |'m already looking forward to 
Dragonmeet ‘84. 

So what else is happening? Well, TSR 
are doing a bit of summer pruning. 100 
of their 300 plus staff have recently been 
told that they are no longer wanted and 
it's goodbye Lake Geneva for them. 
Also, Kevin Blume is now El Presidente 
of TSR Inc, replacing Gary Gygax who 
seems preoccupied with getting the 
D&D movie off the ground (Aerial Man- 
oeuvrability Class E). 

After no interest for several years, 
suddenly three companies are chasing 
the Marvel licence for a Superhero RPG. 
TSR, Games Workshop and Mayfair 
Games are allin the running, although 
GWare fed up with the delay and intend 
to publish their game, Golden Heroes 
without the Marvel characters. The 
game should arrive faster than a speed- 
ing bullet in the Spring of ‘84 and is 
designed by Simon Burley and Pete 
Haines. 

And what's happening to RuneQuest? 
| couldn't believe that Chaosium were 
selling out, so! rang Greg Stafford and 
his chums in California and asked them 
what was going on. Apparently, they 
prefer being a design house. The excite- 
ment of printing, selling, credit control 
and other humdrum activities is too 
much for them, so they decided to sell 
the licence to Avalon Hill. The UK posi- 
tion is still a bit cloudy. GW currently 
manufacture RuneQuest under licence 
but Tom Shaw of AH is thinking of 
exporting the US version. A high export 
price andno GWsupport could spell the 
end of this great game in the UK, so 
watch out, Tom! 

Have you seen the new Dungeons & 
Dragons Basic Set? The box has new 
artwork, is very pretty, and the rules are 
well written by Frank Mentzer. Funnily 
enough, the game is credited to Gary 
Gygax and(!) the almost-forgotten Dave 
Arneson. | wonder what the out-of-court 
settlement was? My beady eyes also 


alighted on the words Set 7. Will the 
revised Expert Set be Set 2 or will there 
be even more boxed editions of D&D for 
us to spend our shekels on? 

Following the success of the Endless 
Quest books, again by TSR, there has 
been talk of a new series entitled 
Heartquest aimed at teenage girls who 
wish to find adventure and romance ina 
medieval fantasy world. Since the origi- 
nal Silver Princess module was cen- 
sored, you can bet that the first in the 
series won't be called Someday My 
Prince Will Come. 

Talking of books, the Fighting Fantasy 
Gamebooks published by Puffin now 
occupy places 1,2 and 3 in the UK child- 
ren’s best-sellers list and have sold over 
350,000 copies. Numbers 4 and 5 are 
also due out in September. | could have 
had lots of fun asking the authors 
embarassing questions about their roy- 
alty checks if they'd been around, butlan 
snuck off to Bali, and Steve went to 
groundin Venice. What some people do 
to avoid the press. Oh, by the way, two 
more are planned for release in March 
1984. 

Many Traveller players, including me, 
find the game too constricting in its 
scope — not enough rip-roaring alien 
bashing for my tastes. This is because 
Marc Miller, the designer, sees Traveller 
as a serious, logical projection of the 
future and not a world of fantasy. How- 
ever, with declining sales it looks like the 
cracks are appearing. Already a 25mm 
range of figures by Grenadier Models 
has been approved (in the old days it was 
15mm, like it or lump it) and full-colour 
artwork is being used in the game. 
Rumour has it that Marc’s manuscript 
for the Traveller Adventure hardback 
book has been given a cool reception at 
GDW and now the brothers Keith are 
playing around with it; hence the delay. 

Ah well, no more space left for me this 
issue. The Dwarfsters have promised 
mea page every other issue if | get good 
ratings in The Reader Strikes Back. Don’t 
forget to vote for me, | need the free ticket 
to next year’s Dragonmeet. 

Super Mole 


THE READER STRIKES BACK 


| 
| 
| 


As we put the finishing touches to White Dwarf, we thought it only fair to let you have your say. Don't 


mess around, give it to us straight. Only by voicing your opinions can you 
that incentive is not enough, people wishing to tell us their name and 


of material for publication. If 


hope to influence our selection 


address will be eligible for a prize draw. The winner will receive a White Dwarf subscription fora year, a 


binder and a badge. Send your completed questionnaires to 


London NW10 by 1 October 1983. 


1. Rate the following Departments between 1 and 10: 
(a) Open Box (i) Small Ads 
(b) RuneRites (j) Letters 
(c) Fiend Factory (k) Starbase 
(d) Microview (1) Super Mole 
(e) Treasure Chest (m) Gobbledigook 
(f) Critical Mass (n) Thrud the Barbarian 
(g) News (o) The Travellers 
(h) Counterpoint 


2. State what topics you would like to see added to Departments: 


4. Which issue featured the best cover AUC sasaasctecenaerveconerseponnenegess 
5. Which has been the most enjoyable scenario to date? 


scenarios? Yes/No 
8. List any other games magazines that you: 
Buy Read 


Buy 


10. List your favourite role-playing games in order of preference: 


The Reader Strikes Back, 27-29 Sunbeam Rd, 


12. List the best SF/F films you have seen: 


(f) 
. Do you own a TV games console? Yes/No 

If Yes, WHICH OME? «....sssenseseronsessenaserersnsecssnssensnasenonsssnennsssnnnscrnnnssense eset 
.Do you own a home computer? Yes/No 

If yes, WHICH OME? «-sssesssecssecssecsssessnennnecstsenecnnennnssnnssnnnseeesstessts sete ees 
. Do you play games on your home computer? Yes/No 


16. Do you use miniatures when playing RPGs? Yes/No 
17. Do you find the style of White Dwarf: 
(a) Exciting O (d) Dull im) 
(b) Lively O (e) Boring O 


(c) Satisfactory O 
.Do you object to the number of advertisements in each issue? Yes/No 
_ List any games on which you would like to read: 

(a) An article 
(b) ASCOMATIO ....sssssesesesssesresenenesesenearatanenernennnnaneneneet# 
What is the most enjoyable aspect topic/Feature 
White Dwarf? ......e 


20. Department of 


Dwarf? Yes/No 

-Would you like to see the same, more oF less articles and scenarios 
on the following RPGs featured in White Dwart: 

Articles Scenarios 

More L]LessL]SameC] More LlLess L]SameL] 
MoreL] Less] Same (More 0 tessL] SameL] 
More L]Less L]Same L)More Otess sameO 
Traveller More L]Less LISame L] More Ltess Clsame 
T&T More L]Less L] Same L)More Oess Same 
.Do you think White Dwarfcontinues to improve in quality? Yes No 
_Which issue of White Dwarf did you POAC FITSt? .......ccccceesersrvesenssersoses 
HOW Old Ar@ YOU? .o.scssssssssesesencsnsrenencscesesenensanenensrcenasenenensanancnsncanensserses 
. If you wish to enter the prize draw, please give your name and 
address below: 


D&D 
AD&D 
RuneQuest 


CLASSIFIED 


All classified ads must be prepaid 
at the rate of 10p per word, display 
ads £3.00 per scc. Please send 
copy and payment to White Dwarf 
27-29 Sunbeam Rad, Park Royal, 
London NW10, making cheques/ 
POs payable to Games Workshop 
Ltd. 


Would you like to work at 
GAMES CENTRE 
We are looking for Managers 
and Staff for our specialist 
games and toys shops 
throughout England. 
Warehouse staff also required. 
Write with details of your inter- 
ests and background. Sales abil- 
ity essential. (Please include 
sh telephone number if poss- 
ible). 
The Managing Director 
Games Centre 
22 Oxford St, London W1A 2LS 


Would you like to help at Games 
Day ‘83 on November 5th & 6th ? 
| need people to help run game 
events: Battlecars, Talisman etc 
and general administration ie 
messages, information etc. 
TERMS: Free admission to the 
event, Games Day T-shirtand the 
game of your choice from the 
Games Workshop or Citadel 
boxed figures/game range. Write 
to me, Clive Bailey at Games 
Workshop Ltd, 27/29 Sunbeam 
Road, London NW10 6JP and tell 
me your age; gaming interests 
and which days you will be able 
to attend. 


Computer Games Players? 

| am looking for Games Groups 
or individuals who design their 
own adventure games or who 
play commercially designed 
games, to present this aspect of 
games playing to the public at 
Games Day ‘83, November 5th & 
6th. | can provide tabling, free 
electricity, equipment insurance 
and if necessary make a contribu- 
tion to your expenses. You pro- 
vide the spectacle at agreed times 
of the day. Interested? Then con- 
tact me, Clive Bailey, Games 
Workshop Ltd, 27/29 Sunbeam 
Road, London NW10 6JP. 


For Sale 

Much AD&D, RuneQuest, Traveller 
material and WDs. Phone: Kenil- 
worth 57322. 


Traveller Combat 

Can your 16K 2X87 run Traveller 
combat? If not, then you need our 
complete combat system — 
includes 50 weapons, zero-G and 
underwater combat. Send only 
£2.50 (inc p&p) to C K Erb, 37 
Chanctonbury Drive, Hastings, 

E Sussex TN34 20N. 


Exchange 

AD&D play-aids and magazines 
offered in exchange for AD&D 
scenarios. Send SAE for details 
to: A Wilkes, 6lb Ilkeston Road, 
Radford, Nottingham NG7. 


Wanted 

Traveller Journal Nos 1 and 4to 8. 
Any reasonable price paid. Con- 
tact Paul Newman, 71 Samuel St, 
Woolwich, London SE18 5LF or 
ring 317-9420 outside office hours. 
IAIN GRAY where are you now! 


SMALL ADS 


Scenarios!... Solos!... 

AD&D... Traveller... T&T... 
RuneQuest... uncensored discus- 
sion... quality articles by leading 
hobby writers... fact and fiction... 
Quasits & Quasars... still only 60p 
for 36 pages of photo-reduced 
type and relevant illustration... 
send cheque/PO to D Hulks, 54 
Slimmons Drive, St Albans, Herts. 


For Sale 

AD&D Modules D1-2,S3: £2.50, 
A2, D3: £1.75. World of Greyhawk:. 
RuneQuest:- SoloQuests 1, 2, 3: 
£2.00, Borderlands: £8.50, 
RuneMasters: £2.00. S. Swinger, 
24 Snowford Close, Shirley, 
Solihull, W. Midlands, B90 1DA. 


Miser’s Hoard 
£3 for 6 issues. 22 Hall Lane, 
Upminster, Essex. 


Outbound 

Aplay by mail science fiction cam- 
paign game. Whilst a computer is 
used for data storage and random 
selections, the system is control- 
led by human referees. With per- 
sonal control, greater emphasis 
can be placed both on innovative 
ideas and imaginative strategy of 
the players involved. For fast 
returns and attention to your 
ideas, Outbound is the route to 
take. Set-up and first turn £3.50. 
Further turns £1.50 each. Send 
cheque or SAE for further details 
to: Outbound Games, 2 Park 
Walk, Fareham, Hants PO15 6NQ. 


DungeonMaster 

Computer aid for FRP games. Ver- 
sion for T&T on Sharp MZ80K 
now available — others coming. 
For details, SAE to J Simpson, 56 
Greenacres, Shoreham, Sussex 
BN4 5WY stating type of computer. 


Eagle Studios 

The Painters of Miniature Figures 
are now unveiling their customiz- 
ing service for Role-Playing 
figures. Bring your favourite 
character to life with one of our 
excellently painted and converted 
miniatures, based on your specifi- 
cations. Prices start around £5.00. 
For details, write to: Eagle 
Studios, 4 Moorland Road, 
Boxmoor, Hemel Hempstead, 
Herts HP1 1NQ. 


For Sale 

D&D books, play-aids, WD24-43. 
Send SAE to G R Melllroy, 187 
Acton Lane, London W4 5DA. 


HELP! 


Clubs, contacts and events can be 
advertised once at no charge up 
to a maximum of 40 words. 
Further insertions at the rate of 5p 
per word. 


To Ben, 

Lyndon, Chris, Pete, Phil, Gary, 
Sprout, Mark, Duncan, Marcus, 
Glenn, Glen, Brad, Mike, Bill, Jeff 
—Thanks for all, 79’—'82, summer 
"82. 


Postal Campaign 

Anyone interested in a multi- 
player postal campaign where 
individual nations seek to carve 
outempires? Only costis postage. 
Send SAE to: Carl Waltenberg, 
Villa Babord, Route de Suisse, 
CH-1296 Coppet, Switzerland. 


FRP Glasgow 

Club meets every Tuesday at the 
Pierce Institute, Goran. Bus sta- 
tion and underground within easy 
reach. All FRP games played. 
Beginners welcome. Contact: 
Alan Docherty on 041 332 1518 for 
further information. 


AD&D Wimbledon 

Setting up club. Please contact: 
Jamie on 01 946 2306 between 
11am-9pm. Approx 12-13. 


Help! 

Keen but lonely FRPGer seeks 
nearby adventurers. Specialised 
in Traveller and D&D but pining 
for anything. Contact: Paul Wed- 
dell, 127 Chaldon Way, Coulsdon, 
Surrey CR3 1DN. Downland 52377. 


AD&D World 

AD&D world waiting for you to 
explore. Investigate the Barbarian 
Reaches, the Dryest Desert and 
the Densest Forest. If you think 
you can survive, apply to 84 Grand 
Drive, Raynes Park, London SW20 
OLW enclosing on SAE. 


AD&D Newcastle-on-Tyne 
Bored 19-yr old female seeks 
experienced dungeoneers (in 
similar age group with sense of 
humour) in Newcastle area, Con- 
tact: Nicky Prentice, 19 Warkworth 
Avenue, Wallsend, Tyne and 
Wear. All offers answered. 


D&D Herts 

Lonely wargamer wants to start 
D&D. Seeks club/players in Ayles- 
bury, Hemel, Chesham area. 
Write: lan McDonnel, 28 Mortimer 
Hill, Tring, Herts. 


Help! 

D&D novice seeks players in Farn- 
ham area. Willing to either start or 
join a party of adventurers. Con- 
tact: Andrew Hill, 5a Echo Barn 
Lane, Farnham, Surrey or tel: 
Farnham 726412. 


RPG Banbury 

New RPGer (19) seeks games in 
Banbury area. Will play any game, 
always willing to learn. Contact: 
Terry Thurlow, 41 Edinburgh Way, 
Banbury, Oxon OX16 OPE. 


Very, Very Lonely 

13-yr old male grovels for some- 
one to answer this time. Plays 
RuneQuest, T&T, AD&D, Traveller. 
Very willing to play others. Begin- 
ner but outstandingly willing. 
Write to: 146 Sandgate Drive, 
Kippax near Leeds or tel: 860749 
after 4.15pm. 


Help! 

Again AD&D player seeks serious 
group or player to start group, 
Willing to travel for good game. 
Please contact: Dave at 11 Maple 
Drive, East Grinstead, Sussex. 


Banbury 

17-yr old RPGer of modest experi- 
ence wishing to join club in the 
Banbury area. Contacts with other 
players wanted, please. Contact: 
Leighton, Banbury 66268. 


Wanted 

RQ, Traveller, D&D players/GM 
wanted by 16-yr old RPGer. Plays 
anything. Contact: Matthew Pook, 
22 Larksmead, Blandford Forym, 
Dorset DT11 7LU. 
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AD&D Cornwall 

Experienced AD&D player seeks 
membership of AD&D club in the 
Truro area of Cornwall. Contact: 
Anthony Peck, Anzac Cottage, 
Chasewater, Nr Truro or phone 
Truro 560556. 


RPG Bucks 

Student wishes to meet any 
Traveller, RuneQuest or D&D 
players. Contact: Stuart Gout, 

6 Hillside, Chesham, Bucks. Tel: 
0494 775072. 


Wanted 

Dragon 41, WD13, Wyrm’s 
Footnotes 1, The Space Gamer 1, 
28-32, 35-43, 45-48, 50+; Alarums 
& Excursions 20-30, 32; Spell 
bound 1. Good prices paid. Adrian 
Bolt, 87 Lydalls Rd; Didcot, Oxon 
OX117DT. 


RQ Information Wanted 

RQ player desperately needs 
either WF7 or information on gob- 
lins and hobgoblins. Please con- 
tact: G Crowe, 24 St Albans Ave, 
Hanworth, Middx, 898 7323. Nec- 
essary for campaign. 


RPG Oxfordshire 

We play all RPG and wargames 
(board and figure) in the Brize 
Norton Community Centre, Car- 
terton, nr Witney every Sunday, 
2.00pm onwards. Contact: Steve 
on Carterton 843729 or Tim on 
Carterton 841040 or Paul on Wit- 
ney 4521, evenings only. 


Help! 

Good prices paid for any Wyrms 
Footnotes. Also wanted, Balas- 
tor’s Barracks, Contact: Mark 
Humphreys, 15 St Albans Ave, 
Weybridge, Surrey KT13 8EN. 


Lonely Traveller Player/Referee 
Male 16-yr old Traveller seeks 
attractive female player to discuss 
ideas and adventure with. Con- 
tact: Hengist the Appalling or 
Derek Graham, 17 Crondall St, 
South Shields, Tyne and Wear. 
Tel: 564746, All letters answered. 


New PBM game 

For details send an SAE to R Kibble, 
587 Upper Richmond Rd West, 
Richmond, Surrey, London 
TW10 5DV. 


Wanted 

White Dwarfs 1-5, in good condi- 
tion. Willing to pay good price. 
Contact: R S Arnold, 8421 NW 172 
Street, Hialeah, Florida 33015 
USA. Phone: 305-557-3968. 


RPG Chester 

Gamer, 15, looking for RPG club 
in Chester area. Can play AD&D, 
T&T, RQ. Willing to learn other 
games. Wanted: rare/uncommon/ 
out of print Moorcock books. Also 
WD1-39. Prices/club information 
to: Richard Dubourg, 6 Ash 
Grove, Chester. 


CLUBS 


The Other Harlow Wargames Club 
Games: AD D&D, Traveller, Top 
Secret, Wargames, Boardgames. 
Time: Monday 7.30pm, Wednes- 
day 7.30pm, Sunday 1pm. 

Place: First Avenue, The Barn. 
Contact: Philip Edgeworth at 
Harlow 25868 any week night 
4.30-6pm. 


POISON DWARF GAMES 


Mail Order Only 
PO BOX 34, LEIGHTON BUZZARD, LU7 8SJ 


Role-Playing Games City GE TSG < s.acc0n se ws 2 2s £3.50 GUltsrOf BRAN: te ices: see 3s we iets £5.25 
Dungeons & Dragons Sea of Mystery ........... £2.20 ORS. & « oso eretar aor & o we Koleos £8.75 
ASI SOE ray dieeiciss folie, -n oe EO £7.90 Blue Frog Tavern. ......... £2.20 Cults:of Terror ... 2... ewe £6.90 
Basic Rulebook« « © 6 i % wa nh £3.50 Sewers of Oblivion......... £2.70 FRUNEMSStErSs neie. 5 ws & A Ts £4.20 
Expert Set siciw ses oo ss seers £7.90 Death Trap Equaliser... ...... £3.20 PRIRGCR Sno as caren RS we SHA £4.20 
Expert Rulebook.......... £3.50 Catacombs of Bear Cult ...... £2.70 "ROUBOR: ow 2 icv ececec avis ww ana £12.60 
Mactiltet BT cia cuss wv eo te we igute temeue £3.20 Naked Doom ............ £2.00 
Module 'B2.-0)6 4% 622 & asi £3.50 Sorcerer Solitaire... ........ £2.00 RuneQuest Scenarios 
Module BS2c0¢ 22 sce we senens £3.50 Weirdworld) 5 2 acca aso ee a £2.00 QUEStWOF) . cece cee sae £11.60 
Wiodlald BS oie cc ww a ee ree £3.50 Buffalo Castle. oi ce eae £2.00 
WOT ET aie 3 os a: oucacidee poring £3.50 COUCHGE cc: oe x he enaranrl > 2 Se & £2.00 RuneQuest Boxed Figure Sets 
MOGUIE KZ3icjsuses 23 6 Sete £3.50 oword for-Hire’.. . sce eo ce £2.20 Set 1: Humanoid Adventurers. . . £3.20 
Caverns of Thracia ......... £4.50 LADYTOMNCS 5 6 65.8 Sos BE £2.00 Set 2: Adventurers ......... £3.20 
VEFDGSH Sucics swe & © bw reizons £4.50 Area of Khazan........... £2.20 Set 3: Attack of the Broo ..... £3.20 
MOGSINVISHION os ce Gc ce 2 we gisuieds £3.50 Beyond the Silver Pane. ...... £2.70 Set'4: Broo ll). we oe eee wc £3.20 
Spies'of Lightelf.. . . 6. 6 esis £3.50 Dargon’s Dungeon ......... £2.70 Set 5: Dragonewts ......... £3.20 
Mines of Custalon.......... £2.70 Misty Woed.. .2%8 sees Gees £2.20 Set 6: Humanoids & Aldryami . . £3.20 
Book of Treasure Maps-1..... £3.20 Uncle Ugly’s Underground. .... £1.35 Set 7: Flying Creatures....... £3.20 
Book of Treasure Maps-2..... £2.20 Dungeon of the Bear Book... .. £3.20 ; 
Skulls + Scrapfaggott Green. . . . £2.20 Judge Dredd Game and Books 
MOGKOR: i shee CEE aS Se DY £1.80 Traveller Judge Dredd; .cc6 6 532% ¥ SK £6.30 
Gencon X!I Dungeons........ £1.80 Starter Editon. «=: csc cc cus £6.95 Judge Dredd Vol1......... £2.95 
Thieves of Badabaskor....... £1.80 Deluxe Boxed Set.......... £7.90 
Citadel of Fire............ £1.80 Book O: Intro to Traveller... . . £2.70 Other Games, Workshop Games 
Frontier Forts of Kelnore..... £1.80 Book 4: Mercenary......... £2.70 Apocalypse sek. ie se ewes £5.75 
Under the Storm Giants Castle . . £1.80 Book 5: High Guard ........ £2.70 BOCtOr WHO): cesccyan ae oa a mene £5.75 
Sword of Hope ........... £1.80 Supplements 1to 4&6 to9.... £2.00 Valley of the Four Winds ..... £5.00 
Tower of Ulission.......... £1.80 Adventures1to8.......... £2.00 WNBTTOGHE: oo io ie wevseures a: of we Ie topes £5.00 
The Dragon Crown......... £1.05 Double Adventures1to6..... £2.00 QUONKS «ss @ietew 6 5 8S Sie £4.20 
Quirks Expansion Kit? ...... £3.20 
Tunnels & Trolls RuneQuest Quirks Expansion Kit2 ...... £3.20 
Tunnels & Trolls - Boxed Set . . . £6.25 Boxed Rune Set........... £7.90 
Tunnels & Trolls Rule Book. . . . £3.50 RuneQuest Rulebook. ....... £5.25 


Cheques: Make payable to Micromail Ltd. 
Barclaycard & Access welcome 


THE WAR MACHINE 
edited by Mike Costello 
Now in its third year, TWM continues to survey the devel- 
oping field of computer simulation in this country. We 
carry reviews of computer wargames, Adventures and other BACK ISSUES 
software for the specialist gamer, as well as descriptions of 
games programming techniques for the home programmer. 


WARGAME NEWS 


The only British magazine dedicated to board wargaming, 


Remember - back issues of White Dwarf go fast. There are only 
limited stocks of the following back issues still available: 


Numbers: 27, 30, 31, 32, 34, 35, 36, 37, 38, 39, 40, 41, 42, 43, 44 


WN brings you all the latest news of people and products in UK & Ireland: £1.00 each (75p + 25p p&p); Europe (Air) and 
. . . . Elsewhere (Surface): £1.50 each ($3.00); USA and Elsewhere (Air): 
the industry. Our reviews, by leading names in the war- £2.20 each ($4.00). 


gaming hobby, analyse new releases from all the wargame Please make your cheques/PO (no cash accepted) payable to Games 
companies. Workshop Ltd., and send them to Games Workshop Ltd., 27/29 
Sunbeam Road, London NW10 6JP. 


PBM 
Emjay’s latest specialist magazine deals with all aspects of 
multiplayer gaming by post, and also looks at developments 
in modem gaming in the UK. PBM features regular updates 
on the commercial games, coverage of the non-commercial 
ones and a look behind the scenes at the people who 
operate the games. 
Subscriptions (6 issues): 
The War Machine £6.50 Wargame News £3.75 PBM £5.25 
Current issue: 
The War Machine £1.15 Wargame News £0.65 PBM £0.90 
(overseas rates on application) 


a) Reaching slowly behind you, you find the switch on the wall. 
Light floods the room. There in front of you sits a large, hairy 
creature, engrossed in a book. Drawing closer you observe that 
the book is called Blue Frog Tavern, one of the many solo 
adventures available with Tunnels & Trolls role-playing system. 
As you hack off the creature’s head, you realise that only this 
Tunnels & Trolls solo adventure saved you from certain death. 
You leave the room, determined to find out more. GOTO 


Emjay, 17 Langbank Avenue, Rise Park, 
Nottingham NG5 5BU, England 


FIYING BUFEALO 


P.O. Box 100, Bath Street, 
Walsall, W. Midlands. 


Please mention White Dwarf when replying to advertisements 


Back Issue Sale 


we fancasy products White Dwarf 


RING YOUR GAMES INTO 
HE 3rd DIMENSION NOW!! 


From the grandest of Wizard’s Chambers down to the 
barest of dark cells, Many different rooms, passages, 
steps and functions, plus a great range of finely 
detailed accessories, all hand-cast in stone-coloured 
resin at a reasonable price. 

*Send SAE for free catalogue and sample dungeon 
doorway to: TORCHLIGHT (DEPT. W), 

23 Clifftown Road, Southend-on-Sea, Essex 
TRADE ENQUIRIES WELCOME 


SION ON OSI ONO 


LONDON STOCKISTS: Games Centre and Adventure Worlds 


All orders outside North American please include 
$1.00 postage and handling per magazine. 


Money Orders and personal checks gladly accepted. 
Please U.S. Currency only 


AMERICAN CREATIVE GAMES, INC. 
P.O. Box 126 
Mount Prospect, Ill. 60056 


b) You feel your weapon slice through something fairly solid. An 
agonised roar invades your ears and light floods the room. There 
before you is a large, hairy creature holding the shattered remains of a NEW RELEASES 

book called The Misty Wood, one of the many solo adventures FA20 Legion of the Damned with Sword. 35p 
available with Tunnels & Trolls role-playing system FA21 Legion of the Damned with Standard35p 
“Fiend”, cries the creature, “you ruined my game”. “Go and buy your FA22 Rune Heroine with Cloak & Sword. 30p 
own copy!” FA23 Rune Hero with Sword & Shield 

As you back out of the room, you wonder about this Tunnels & Trolls FA24 Paladin drawing Sword : 

solo adventure which means so much, even to hairy monsters. You (FA20 & 21 are companions to FA13) 


leave, determined to find out more. GOTO SCI-Fl RANGE 
SF1 Future City Cop 


SF2 Future City Female Cop 
FIYING BUFEALO |] Essssvite 
SF4 Space Adventurer Advancing es 
: SF5 Space Adventurer cocking Gun... 35p 
P.O. Box 100, Bath Street, Vs: a. 5 P&P 10% (min. 25p) * SAE for full list 
Walsall, W. Midlands. a rs DENIZEN MINIATURES 
§ 1 Laurel Cottages, Keymer, Hassocks, Sussex BN6 8QT 
Trade Enquiries Welcome 


e { 
denizen issn, 


TABLETOP GAMES 
sa RIBS Rono LASERBURN ADVANCED LASERBURN 


DAYBROOK, NOTTINGHAM NOW A COMPLETE SCI-FI COMBAT AND ALIENS 
10% P&P TAGERRURALGUTEE Roce INCLUDES MORE ADVANCED RULES 
Min. 16p in U.K. 50p Surface Mail rules) £1.85 FOR LASERBURN AS WELL AS DE 
Overseas FORCES OF THE IMPERIUM. £1.60 ie ieee 
Add 60% for Air Mail IMPERIAL COMMANDER (military . 

Send SAE for 24-page catalogue KaRInAtRGlee) £1.85 SEND SAE FOR LIST OF 15mm ALIENS 


REAPER STARTER PACK 408 Hedemptionist Tnke with 2-man 
Rules — Bunker 17 crew (50p) 

408A Trke only (35p) 

409 Trike Gunner only 


Attack of the Fungoid Trolls ..... 60p | |}and dice £7.45 (inc. P&P)} STARSHIP CREWS 410 Redemptionist Command Trike 
The first scenario for Reaper an tarship Crewman (50p) 


Reaper Starter Pack ... .. £12.50 LASERBURN 202 Pace Grant war pee! Power Sword 
Clerc in Chainmail Ghoul 12p PBSC IDES, Ss and two small 15mm SCENARIOS £1.25 EACH 203 Space Suited Fig Pe caceenier ts areas 
Cleric in Plate Skeleton Warrior 12.39 ates rete : BUNKER 17 ’ 204 Starship Officer standing ‘ 
Thiet Liche 12p pores rmies £9.60 (inc. P&P) TARIM TOWERS HIEST 205 Space Suited Fig. + Laser Pistol As above but sitting 

Hehe alg ee race ee a (1) Schonestadt Militia SEWERVILLE SHOOT OUT 206 Space Suited Fig. + Laser Rifle Seated Redemptionist Trooper 


Bard Lizardman with Sword 15p 
Fighter in Chainmail Naga 20p | (2) The Army of the South hee a abet IMPERIAL TROOPERS Redemptionist Scout Skimmer 


Fighter in Plate Gargoyle 20p | Evil 15mm LASERBURW 360 With Bolt Ritle with 2-man crew (£1.00) 


Female Magic U vern £2. (1) Horde of G'NA . 2 Redemptionist Scout Attack 
porate Cleve a Ne Hydra - (2) The Summonations of Kenlin FIGURES ua er onc Rifle vehicle 2-man crew (£1.15) 
; 2 Black Guard Trooper 


Female Thiel Mounted Lord of Chaos 30p (10p EACH UNLESS STATED) 303 Black Guard Officer MERCENARIES 
Female Fighter in Mounted Knight ot 304 Officer 500 Off h Pistol 
Chainmail Chaos 25p ADVENTURERS & STAR SOLDIERS : Icer with Fisto 
Female Fighter in 100 Law Officer + Pistol 305, Senior Officer 501 With Assault Rifle 
Plate # Lora ot Chaos 16p 101 Law Officer + Riot gun 306 With Grenade Launcher 502 With Machine Gun 
, Knight of Chaos 15 102 Law * < 307 With Conversion Beam Projector $03 With S.M.G 
Dwart in Chainmail Pp 02 Law Officer on Patrol Bike (30p 308 With Rapid Fire Bolt Gun 504 With Auto-Laser and Jet Pack 


with Axe GIANTS 102A Patrol Bike only (25p) 3 i x 
Owart in Plate w/Axe Hill Giant (30mm) 30p FANTASY & ROLEPLAYING RULES 103 Adventurer with Pistol 310 i tee eng ea 15p) 508 i Shea oo 
Dwarf in Chainmail » Giant(40mm) 65p Monster Combat (T.T.G.) £1.25 | 104 Heroine with Pistol 3 n Dreadnought Armour (15p In Pawer Armour (15p) 


Se 4 W ) 
with Sword Frost Giant (50mm) asp Once Upon a Time in the West ... £3.30 | 105 Hera with Sword & Pistol a eca Gonae dante 


Dwarf in Plate with Stone Giant (40mm)... 45) Volumn 4 of above £1.25] 106 Adventurer with Rifle - 
Hainer Tree Man m Sp Rudis (Gladiatorial) £1.05] 107 Thug with Club 313 Trooper Crewman, sitting IMPERIAL 15mm VEHICLES! 


FI. Ell Magic User DRAGONS Retinue (Med. Skirmish) £1.80] 108 Thug with Knite 314 In Power Armour + Support Scythe Class Squad Transport Jetcopters 
F20 Ell Fighter Red Dragon £2.20 Heroes (Dark Ages) £2.75 | 109 Thug with Pistol Gojteri{t2ph £1.95 


315 In Power Armour + Plasma 
Black 0: £220 Pony Wars (Indian fights) £1.80 | 110 Civilian (Standing) 
jack Uragon 110A Civilian Walking Gun (12p) Glaive Class Squad A.P.C.S 


DEMONS S.F. RULES (TTG) 11) “Civilianess 316 Imperial Combat Scout + Heavy V301a Hover-Glaive £1.25 
Winged Fiend (30mm) 3£8 Combat 3000 £1.80 112. Adventurer in Lt. Armour Bolt Gun V301b Antigrav-Glaive £1.25 
Satanic Archdeacon (40mm) 75P Combat 3001 (for above) £1 “60 113 Adventurer with 2 Pistols 317 Imperial Fast Scout Bike (35p) V301c Wheeled-Glawe £1.25 
Balrog (35mm) 65P Starforce 300 . 1 “80 14 Adventurer with Laser Rille 318 Scout Bike only (30p) V301d Tracked-Glaive £1.25 

Starguard . ; £1 ‘05 115 Adventurer + Missile launcher 319 Scout + Conversion Beam V302 Scorpion 12-man Air Assault 


Starnound (Fignter Combat) £1.50 | 116 Law Officer in Riot Gear REDEMPTIONIST REBELS BM le Sere £2.25 
117 Law Officer Dog Handler with 400 With Force Sword & Pistol V303 Partizan Scout Vehicle 75p 


ae Grenade Launcher 401 With Laser Rifle ROBO TURRETS 


A . ’ Guard Dog 402 Warrior Lord 
Standard Bearer With Lord of ENCOUNTER 1 119 Law Officer vehicle crewman/ 403 With Flame Thrower {extra weaponry for all vehicles) 


+ 2 e 1 . 
Pena Sword Chaos Rider. : £1.50 1 3rd EDITION SPACESHIPS ACTION Gunner standing 404 With Missile Launcher YOO) Heavy Laser Turret 
ing + Sword (or Knight of Chaos Rider) VO02 Missile Launcher Turret 
‘Attacking + Axe RULES £1.60 120 As above but sitting 405 With Auto-Laser vo03 PI 
121 Adventurer in Mesh Armour 406 With Heavy Laser 004 ¢ jasma Gun Turret 
122 Adventurer with Support Bolter 407 Warnor Lord with Power Axe VO04 Conversion Beam Turret 


Reaper 15mm Fantasy 


CHARACTER MONSTERS lasy wargame rules £2.50 


Revised edition of the most popular fan - 15mm tigures 


FIGURES 11p each Ape 15p 


Fl Magic User w/Statf Ogre (25mm) 25p 
F2 Magic User w/Wand Troll (25mm) 25p 


GOBLINS FLYING REPTILE 
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TOWN NATHAN 


Dragon| last 
Byte Chance 


10 Ash Road 
Home Computers, Headindley, 


Software and Games 
Leeds 6 
5la Queen Street, Tel. 744235 
Morley, Home computers, software, 


Leeds board games, role-playing 
tel: 0532 522690 games and books 


CGCbRropnicle 


MINIATURES 
UNIT 14, ENGINEER PARK, FACTORY ROAD, SANDYCROFT, 
NR. CHESTER CHS 2QD. Tel: (0244) 537012 

t 


ORC WAR CHARIOT 


NEW AND REDESIGNED FIGURES 
GMB ine MUTI S see: 5 x Svar rer sires eeiiweeRUcales 2118. Ze 2 35p 
GCMFS VIG tee te tes tee Oe ee 35p 


ZXSPECTRUM 
now under £100 


At Last’s place we make 
you offers you can’t 
Ring for more information refuse 


CRUG THIET. cee ale Soke Gan wae awe cae eee 35p 
oe CEIS SHalfilrces Se POR eae a a Sie ee 35p 
We’re worth a visit because :- CF24 Fighter with Two Handed Sword.......... 35p 
CEO eSEltieianter/ Wizards oucse ose cele cs oss 35p 
*We’'ve the biggest range of Citadel figures for NEW HOBGOBLIN UNIT SET 
leagues around. 25 Figs. Set: All types and variants. . . . £9.15: Save £1.00! 
Ore War nariots ers pret is oer oseie eas iol tee ue ei eee £3.85 
*We’'ve board and adventure games for all ages ORC SETS 
from TSR, Games Workshop, Avalon Hill, ah ee s ee and variants....... - Sen seeks sae 


Victory Games, GDW, Yanquinto etc. etc. ORC ARMIES: For full details send SAE 


KOBOLD SET: 10 figs. all types & variants £2.30: Save 25p! 
Ruffian/Thief Set: 5 figs. alltypes ..... £1.30: Save 20p! 
MAIL ORDER: Please add 10% (minimum 30p); 50% Airmail; 
33% for Surface and Europe. Post free over £15.00 (UK only). 
For full lists of Adventurers, Monsters, Anti-Types, Odds & Bods, 
plus Orc Army details and news of new and forthcoming releases, 
send 25p + SAE. TRADE ENQUIRIES WELCOME 


*We’ve probably the best range of software in 
the North - and we’re improving all the time. 


*We’ve a growing range of computers, periph- 
erals, upgrades and books. 


ATIES 


— 


“FOR ALL YOUR SF_ 
FANTASY - WARGAMES 


ENTRE 
CLUB 


194 DISCOUNT 


22 OXFORD STREET, LONDON W1 141 NEW STREET, BIRMINGHAM 
52 WESTERN ROAD, BRIGHTON 31 LISTER GATE, NOTTINGHAM 
60 COMMERCIAL ROAD, BOURNEMOUTH 


fol Derai? THE LARGEST SELECTION 
“Manager OF GAMES IN THE WORLD 
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c) As you turn and flee, you run straight into the wall. 
SMACE! Stunned, but still standing, you feel around 
the wall desperately for some means of escape. But 
you find only a light switch. 


Determined to at least face your nameless foe, you 
turn, finger hovering over the switch. Turn to page 
39 (option a). 


EXTENDING OUR DUNGEON PLAN SYSTEM 
WITH NATURAL CAVES & CAVERNS 


NOW!-CAVERNS _* 


Yr 
N 
In two sets (tortuous and cavernous) each containing ’ A\ only£3.99 


per set 
pieces with endless passages, caverns (+65p p & p) 
2 SE\ ~ Ny 


twenty A4 sheets of pre-drawn, ready-to-cut-out 
and features (cliffs, rivers, etc.) RS 


a 
*& canbe used again and again “Qe 
* compatible with all FRP games ——f 
* infinite variety and size of cavern A 
* controls the effect of light ay 
* toscalefor25mmand 15mm LQ games shops or 
%* idealforrandom play 


A complete guide to over 300 computer and 
video games available from Games Workshop, 
including: Atari, APX, Avalon Hill, BBC, 
Colecovision, Phillips, Vectrex and ZX 
Spectrum. 

Available from Games Workshop Shops - 50p 
or direct from Games Workshop Mail Order, 
27/29 Sunbeam Road, London NW10 6JP. 
(Please add 20p p&p when ordering through 
Mail Order.) 


Please mention White Dwarf when replying to advertisements 


Endless Games, Tel: (092 681) 7048 
2 The Old Bakery, Long Itchington, Rugby CV23 8PW 


’ 
4 


JRUUr 
AUVENT URES 


Dungeon Floor Plans III - a new play-aid designed 
to enhance the realism of your adventures: 


AUURVERY 
VEN SIL 


ROOF TILES: For high level escapades and city 
adventures. 

TIMBER FEATURES: for stockades, piers and 
wooden walkways. 

STONE/DIRT OUTDOOR FEATURES: for 
battlements, fortifications and quaysides. 

BOATS: for piracy and exploration - Rowing Boats, 
Rafts, Sailing Dinghies, Coracles, Canoes, Marsh/ 
Swamp Punts, River/Jungle Traders, and Coastal 
Merchant Ships. 


DUNGEON FLOOR PLANS III ONLY £2.99 PER 
BOXED SET. 

AVAILABLE NOW AT BETTER GAMES SHOPS 
EVERYWHERE. 


© 1983 Games Workshop Ltd. 


in the South 


Science Fiction 

% VilLegion (IT) R 16.95 

* = The Morrow Project (TL) R£6.95 
Freedom in the Galaxy (AH) £14.95 
Starfleet Battles (TF) £14.95 

Exp Kit 1 £4.95, Kits 2,3 £5.95 

Federation Space (TF) £13.95 

Battie Damage: Code Red (TF) £4.50 
Battlecars (GW) £7.50 

Cosmic Encounter (EON) £12.95 

CE Expansion Kits 1-8 £4.95 each 

Quirks (EON) £4.95, Expansion Kits £3.95 
Outpost Gamma, Star Viking (Her) £4.50 each 
Grav Armor, Star Smuggler (DS) £4.50 each 
Ogre, GEV, Ogre Book (SJG) £3.95 each 
Dimension Demons (MGC) £2.50 
Millenium, Idro (IT) £15.95 each 

Battlesuit (SJG) £3.95 

Berserker (FB) £5.95 

Attack Force (TSR) £2.95 

Interstellar Wars (Att) £7.95 

Kroll & Prumni (IT) £13.95 

Car Wars (SJG) £3.95 

Car Wars Exp Kit 1 & 2£2.75 each 
Sunday Drivers (SJG) £3,95 (CW Suppl.) 
Truck Stop (R) (CW Suppl) £3.95 

Invasion Earth (GDW) £9.95 

Star Frontiers (TSA) FR £8.95 

Star Frontiers Modules 1, 2£3.95 
Warriors of Batak, Boarding Party, Escape trom 
Altassar (TF) £4.50 each 

Timeship (Yaq) £9.95 


HHH OFF + 


FOF 


SF-Space Opera R, S (FGU) 
Basic Boxed Set £9.90 
Ground & Air Equipment £3.25 
Outworlds, Star Sector Atlas 1, 2, 11 £3.95 each 
Alien Base, Martigan Beit £3.25 each 
Probe NGC 8436 £3.25 
Seldon’s Starcraft Compendium £3,75 
Vault of the Nier Queyon £3,25 
%* Rowsion 2, Incedus 3 £3.25 each 
* = Fasolt|n Peri) £2.75 


SF-Traveller R, S (GDW) £8.95 
* = Starter Edn £7.95, Traveller Book £10.95 
Mercenary, Highguard £2.95 each 
1001 Characters, Animal Encounters, Citizens, 
Spinward Marches, 76 Patrons, Traders & 
Gunboats, Library Data A-M& N-Z, Fighting 
Ships, Solomani Rim £2.50 each 
_© Merchants & Merchandise, Scouts & Assassins. 
S.0.RA.G,, Beyond 99p each 
%* Freedonian Consumer Report £4.50 
Ship Plans 
Tethys, Leander £2.95 each. Fenris £4.95 
Fasa Adventure Class £8.95 
* =AslanCruisers. % Merchants £8.95 each 
Scenarios 
Twilight's Peak, Leviathian, Kinunir, Res. Stn 
Gamma, Trill Cr Squad 
Marooned/Marooned Alone 
Argon Gambit/Death Station 
Chamax Plage/Horde, Expedition to Zhodane 
Broadsword, Prison Planet, 
Divine Right, Night Conquest, 
Shadows/Annic Nova £2.50 each 
Doom of the Singing Star (JG) £8.95 
Legend, Trail, Fate of the Sky Raiders £4.50 
each (3 books) 
* Rescue of Galatea (FASA) £4.50 each 
Ordeal by E Shaar, Action Aboard, 
7 Pillars, (FASA) £4.50 each 
Alien Star 80p, Dark Star 25p 
Far Traveller £2.95 
* = StrikerMRE10.95 


Thieves Guild Scenarios 
1£7.95, 2,3, 7 £4.95 each, 4-6 £3.95 each 
Prince of Thieves £3.50 
Free City of Haven £10.95 

%* Haven !l— Secrets of the Labyrinth £8.50 

* Mines of Keridav, Demon Pits of Caeido £4.00 

each 


<& Special Offer 
%* NewArrival 
R_ Role Playing Rules 
S Plays Solo 
B Boardgame 


+ 


M_ Miniature Rules 


Buy it with Access 


ESDEVIUM GAMES 


LOW COST MAIL-ORDER SPECIALISTS — 


@ Come & see the BIGGEST & BEST 
Selection of Games, Rules & Accessories 


OPEN 


SHOP 9.30-1.30. 2.30-5.15 on Mon, Tues, Thurs, Fri 


9.15-5.15 on Saturday 
Closed all day Wednesday 


Wide selection of boards, pieces & sets for CHESS, GO, SHOGI, MAH JONG, 
BACKGAMMON, TRI-CHESS, RUBIK’S CUBES, OCTAGONS, PYRAMIDS, SNAKES... 


CITADEL, RAL PARTHA, Q.T. & T.S.R. Fantasy and Science Fiction miniatures at 
manufacturer's prices p&p 10% (30p min.—£1.30 max.). Overseas p&p 30% (80p min.) 


Fantasy — Role Playin 


Dungeons & Dragons 


* 


SR)R 
Basic Set £8.95. Rule Book £3.95 

0&8 D Expert Set £8.95. Rulebook £3.95 

Fiend Folio, Monster Manual, Players 
Handbook, Deities & Demi-Gods £8.95 each 
Dungeon Masters Guide £9.95 

TSR Adventure Modules (Levels): 

(1-3) 81, 713,50 each, B2, B3,B4N1,U1, U2 
£3.95 each, *M1S 4.50 

(2-4) L1 £3.95, (3-14) X1, X2, X3 £3.95 each 
(4-7) Al, A3 £3.50 each, A2,A4,L1 £3.95 each 
(5-7) 11, 12£3.95 each, 13, 14 £4.50 each 

(5-7) C1 £4,50, C2 £3.50, (5-10) S2£2.95 
(6-10) S45.50, kWG4 £4.50 

(6-14) S1 £3.50, (6-12) S3£5.50 

(6-9) G1-2-3 £4.50, (+) 01-2£4.50 

(10-14) D3£3.50, O1 £4.50 

(4-7) UK1, (6-9) X4, (9-12) EX1, EX2 £3.95 each 


Role Playing Scenarios 
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* 


Tulan of the Isles (MP) £3.95 

City State of the World Emperor (JG) £8.95 
Glory Hole Dwarven Mine (JG) £2.99 

Jon ril, City of Carse (MK) £5.50 each 
Heart of the Sunken Lands (MK) £7.95 
Starstone (NS) £2.99 

Thieves World £14.95 

Dark Assassin, Traitor, Spirit Stones £5.50 each 
Amazon Mutual Wants You (DT) £3.95 
Best of White Owart Scenarios, 

Articles |, || £1.50 each 


‘ole Playing Aids 
Handbook of Traps & Tricks (DT) £5.95 
Monster File No. 1 (DT) £5.95 
Dungeon Floorplans |, | £2.99 each 
Grimtooth’s Traps 1,2 £3.75 
Dragon Tree Spelibook £4.95 
Book of Artifacts £4.95 
Dungeon Floorplans |! £2.99 


4 Middle Earth (ICE) R £6.95 


Angmar, Umbar, Ardor £7.95 


* Chivalry & Sorcery (FGU) £12.95 


% Sourcebook 2£4.50 


Swords & Sorcerers £4.95 


Runequest (Ch) R £8.95 Bxd 


Rulebook £5.95, Hardback £10.95 
Runemasters, Plunder £4.95 each 
Cults of Prax £5.95, of Terror £7.95 
Foes £9.95, Gateway Bestiary £5.95 
Trolipak £14.95 


Scanarios 


* 
* 
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The Big Rubble £14.95, Pavis £14.95 
Griffin Mountain £9.95 

Apple Lane £2.95 

Duck Pond £3.95 each 

Trolipak £14.95 

Questworld £12.95 
Borderlands (Ch) £12.95 

Solo Quest £4.95 

Scorpion Hail (Solo Il) £4.95 

Snow Queen (Solo II!) £4.95 


Cardboard Heroes £2.95 


Sets of 1-10 Traveller Set 1-3 
V+V Set 1, Cops, Crooks & Civilians 


Tunnels & Trolls (FBI) £6.95 


AN 


Rulebook £3.95 

Solo Dungeons 

Deathtrap Equalizer Dgn £3.50 

Buttalo Castle, Overkill, Labyrinth, 
Sorceror Solitaire, Naked Doom, 

Weird World £2.25 each 

Arena of Khazan, Sword for Hire 

Sea ol Mystery, Misty Wood, 

Blue Frog Tavern £2.50 each 

Sewers of Oblivion, Beyond the Silvered 
Pane, Dargon’s Dungeon, Gamesmen ot Kasar 
£3.00 each 

City of Terror £3.95 

Abyss, Circle of Ice 75p each 

For Dungeon Masters. 

Uncle Ugly's Underground Level 1 £1.50 
Dgnof the Bear Levels |, 118 II £1.50 each 
Catacombe of the Bear Cult £3.00 
Dungeon of the Bear Complete Book £3.50 
Tritang (3 Scenarios) 55p 


Other Role-Playing Games 
Arduin Adventure (Bxd) £7.95 
Ardun Trilogy £13.95 
© Adventures in Fantasy (AGI) £7.50 
% Behind Enemy Lines (FASA) £16.95 
* Guns of Navarone (Scen.) £4.95 
%* British Commandos (scen) £4.95 
Boot Hill (TSR) £8.50 
Ref's Screen, Modules £2.95 each 
Bushido (FGU) £9.95 
Call of Othuthu £18.95 
Arkham Evil £6.95, Yoq-Sothoth £7.95 
Death in Dunwich £6.95 
Daredevils (FGU) £9.50 
Dragon Quest (SP!) £8.50 
Dragon Quest Book (SPI) £7.50 
Champions (Bxd) £12.95 
Gamma World (TSR) £8.50 
Ret's Screen, Modules £2.95 each 
Heroes of Olympus (TF) £13.95 
Man, Myth & Magic (Yag) £14.95 
Death to Setanta and other adventures £3.95, 
The Egyptian Trilogy £8.95 
Privateers & Gentlemen (FGU) £10.95 
Stormbringer (Ch) £18.95 
Top Secret (TSR) £8.50 
Ret's Screen, Modules £2.95 each 
Wild West (FGU) £8.95 
Trouble on Widows Peak (Scen) £2.75 
Worlds of Wonder (Ch) £14.95 
© Ysgarth Rule System (Rag) £9.95 
Baeinok, Holy City £1.28 
% Warhammer (Citadel) £5.95 
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Fantasy Games 

% Dragonsiayer (SP!) £6.90 

%* Barbarian Kings (SP!) £3.95 

Mystic Wood (PH1) £7.95 

Demons (SPI) Boxed £5.75 

Sorcerer's Cave (HPG) £7.95 

liad, Odyssey (IT) £9.95 each 

Zargo’s Lords, Wohrom (IT) £15.95 each 
City of Sorcerers (SGP) £9.95 

Muminati (SUG) £4.35 

Mluminati Exp Kits 1, 2(SJG) £4.35 
Necromancer (SJG) £3.95 

City States of the Akyirell (TF) £4.50 
Warlock, Valley of the 4 Winds (GW) £5.95 
Undead (SJG) £3.95 

Oragonhurt (AH) £11.95 

Viking Gods (TSR) £2.95 

Wizard (AH) £14.95 

Goblin, % Dragonrage (DS) £4.50 each 
Wizard's Quest, Titan (AH) £11.95 each 


+H HHO 
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Power Politics/Diplomacy/ 


Economic Games 
Diplomacy (Phi) £10.95 
Samurai (AH) £10.45 
Machiavelli (AH) £10.45 
Apocalypse (GW) £6.95 
Empire (IT) £13.95 
Down with the King (AH) £8.95 
Medici (IT) £7.50 
Spies (SPI) £8.50 
Kingmaker (HPG) £10.95 

% «Kamakura (WEG) £11.95 


Other Games 
*% «2216 Baker St. (HPG) £7.95 
* Extra Case Set £2.75 
Jolly Roger (IT) £6.90 
Civilisation (HT) £18,00, (AH) £15.95 
%& Interplay £8.95 


Business Games 
Bureaucracy (AH) £14.95 
Acquire (AH) £13.45 
1829 (HT) £19.00 

% 1829 Northern Bd. (HT) £20.00 
Fortune (Phi) B£12.90 
Rail Baron (AH) B £11.95 
Business (Wadd) £9.95 
Foreign Exchange (AH) £11.95 
Railway Rivals (RG) £4.75 
Capital Power (|T) £9.95 


These are just some of our games. Our catalogue contains details of virtually all games available in the U.K. Send 
16pin stamps & 17p s.a.e. (overseas 4 ir.c.) for a copy (or free with orders over £6.00) 

MAIL ORDER CHARGES: UK/BFPO/Unger £6 — Add 35p. £6 and over -post free 

Dverseas Surface Mail — Add 30% (Minimum 80p). Europe Air Mail — Add 40% 

(minimum £1). Air Mail elsewhere — add 75% minimum £1.50) except Yaq. AH & Phi, IT, games — add 100% 


Payment in£ Sterling please 


You may phone orders and pay by ACCESS 


Please mention White Dwarf when replying to advertisements 
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argames 
Forward to Richmond (WWW) £11.45 
Gettysburg—High Tide (Phoenix Ent) £16.95 
Close Assault (Yaq) £9.95 
Remember Gordon (Phoenix Ent) £13.95 
Great Mediaeval Battles Quad (SP!) £11.95 
Yorktown (IT) £11.95 
Jena (IT) £12.95 
Attila (IT) £13.50, Austerlitz (1T) £16.95 
Victory at Waterloo (Att) £7.95 
DAK, ¥ Scourge of God, % Napoleon's Last 
Triumph (SimCan) £12.95 
1815 (GDW) £9.95 
French Foreign Legion (Yaq) £7.95 
Gunslinger (AH) £14.95 
Fight for the Sky (Att) £7.95 
Okinawa, Sicily 43 (IT) £9.95 ea 
Rommel (IT) £13.95 
East & West (IT) £15.95 
Ternble Switt Sword (SP!) £15.95 
Atlantic Wall (SP}) £21.95 
Nato Divisional Commander (SPI) 23.95 
Ace ot Aces, Powerhouse £10.95 each 
Stalin's Tanks (MGC) £2.50 
Squad Leader (AH) £13.45 
Cross of Iron (AH) £11.95 
Crescendo of Doom (AH) £11.95 
Anvil of Victory (AH) £21.95 
Their Finest Hour (GDW) £18.95 
Battle for Italy (AH) £4.95 
Hundred Days Battle (AH) £4.95 
Fredrick the Great (AH) £8.95 
Napoleon at Bay (AH) £15.95 
Conquistador (AH) £13.45 
Gull Strike (Victory) £23.95 
Hell's Highway (Victory) £15.95 
The Civil War (Victory) £14.95 


Magazines 
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Imagine £1.05 

Tempestuous Orifice 55p 

Nexus £2.00 

The Space Gamer (SJG) £1.95 

The Dragon, Bestof TO 1,2 £2.70 each 
White Dwarf 80p 

Thunderstruck 65p 

Traveller's Journal £1,55 

Pegasus, Adventure Gaming £2.10 each 
Different Worlds £2.00 

Sorcerer's Apprentice £1.80 

Fire & Movement £2.00 

Strategy & Tactics, Ares £3,95 each 
Doombook of Chaos 65p 

Wargamer ( +game) £4.00 i 
Autoduel Quarterly £1.75 - 
Hounds of Avatar 55p 

Swordplay, Miser’s Hoard 55p each 
Moves 95p, Phoenix £1.25 

Wyrm's Claw 70p, General (AH) £1.85 
Punt & Pass, Dragon Lords 60p each 
Red Giant 55p,S.E WARS 65p 


Computer Games 


AH Cassettes 

Acquire, Foreign Exchange, Galaxy, Gunsot 
Fort Defiance, Lords of Karma, Shootout atOK 
Galaxy, Space Station Zulu, Stocks & Bonds, 
VC, Voyager£14,95 

81 Nuclear Bomber, Conflict 2500, Bomber 
Attack, Midway Campaign, North Atlantic 
Convoy Raider, Nukewar, Planet Miners, Road 
Racer£11.95ea 

Andromeda Conquest £13.95 

Flying Ace, Moon Patrol}, Vorrak, Major League 
Baseball, Telengard £18.95 ea. 

Dnieper River £18.95, Tanktics £17.95 

Empire of the Overmind £21.95 

GFS Sorceress, Close Assault £21.95 
Legionaire, Fredencksburg £25.95 

2X81: Breakout £1.95, Defender, 3D Monster 
Maze £4.95 ea 

Spectrum: Escape £4.95 

30 Tunnel, Knotin3D £5.95 


ESDEVIUM GAMES (w5) 


185 Victoria Road 


ALDERSHOT Hants GU11 1JU 


Tel: Aldershot 311443 
or (evenings) Farnham 722269 


—NO POSTAGE ON MANY GAMES FOR REGULAR CUSTOMERS 


The best name 
in the game 


BATTLESUIT - the powerful 
sequel to the best-selling Ogre. 
But this is man-to-man. Each 
unit is a super-powered 
infantryman -in the 

year 2085. Features 

anew tactical system 

of play where each 

player gets the 

chance to react 

quickly - or 

die! 

Components 

include 275 

large counters, 

game map, 

rules and 

storage bag. 


For further information and for our 
latest FREE catalogue, send s.a.e. to 


P.O. Box 100, Bath Street, Daa aes 
Walsall, W. Midlands. 


White Dwarf Subscribers 
Receive the Games Workshop 
Newsletter and Official 
Catalogue Update Free 


THE FLYING BUFFALO 
MAIL SALE 


With these super offers, you can take advantage of our 
mistakes in over-ordering. You just wont find better value 
for money. And all orders over £15 in value qualify for a 


an Ee Ee es eee eee ee | further 10% reduction. But hurry, we can only maintain 
( 12 MONTHS SUBSCRIPTION RATES: | these offers WHILE STOCKS LAST. 
UATE ENEEN LOO... acme: Grady & xe oe senouses a a elke eae O 
Europe (Air)/USA & Elsewhere (Surface) £17.00 ($31.00).... 0 
[ USA & Elsewhere (Air) £25.00 ($45.00) .......-.--.--- Oo l Set ferent ganas) ii ints Solr Wak 
| }OoMCNTHS SUBSCRIPTION RATES: gD] set 3 Halt Orcs/ Set 4 Animals/ Price PRICE 
UK & Ireland £5.50... .. 22+. eee ee ee ee ee Set 5 Undead/ Set 6 Monsters |/ Tsolyani (2 vols) £7.50 £5.95 
| Europe (Air)/USA & Elsewhere (Surface) £9.00 ($16.50). .... O ] Set 7 Monsters I1/ Set 8 Giants/ Adventuresin 
USA & Elsewhere (Air) £13.00 ($23.50) .........-.... Oo Set 9 Dungeon Dangers/ Set 10 Fantasy £5.95 £4.50 
] SAMPLE ISSUE: l Traps & Treasures/ Villains & Harpoon £4.50 £3.15 
UK & Ireland £1.00 (75p + 25p p&p) ........-5..2.-.- oO Vigilantes Heroes/ Cops, Crooks Deeds of the 
| Europe (Air) & Elsewhere (Surface) £1.50 ($3.00)......... 0 ] Fi ees Eda Evel eee £4.25 £2.95 
| DSA'EElemwnere CANNER AO BA GON. - wmcacais ee «nen mn Oo | Traveller Heroes 2 Imperial (Falklands) £3.95 £2.95 
| wish to begin my subscription with the current issue. ah ed Traveller Heroes 3 ead Ebon ee 
N | Price £2.95 Y. iani ; j 
[ Please make your cheques/POs payable to (no cash accepted) Games l SALE PRICE £2.20 Mee £3.00 £1.99 
l Workshop Ltd., then send them to GAMES WORKSHOP LTD., l c : 
27-29 SUNBEAM ROAD, LONDON NW10 6JP. SWEDISH GAMES T&T TEE SHIRTS 
[ VISA (Barclaycard) & ACCESS holders can subscribe by telephone | Normal SALE Nyaah, Missed my Vital Spots 
on 01-965 3713. Price PRICE (S or M, please state) 
| PLEASE PRINT CLEARLY IN BLOCK CAPITALS [ Dark Passage £3.50 £2.50 £3.50 £2.50 
Southern Flank £3.50 £2.50 Stomach Upset? 
| SAY ey = tee, RD ea oe PE hr meee Sc Se { Ostkrieg £3.50 £2.50 (S or M, please state) 


Defiance £3.50 £2.50 £3.50 £2.50 
PAC RSS ca aciescts boise tere cu Sule et B), ptewerae SER TE SPI wow ToS Sen Dope | Tau Ceti 2015 AD £2.95 £2.20 


| oe Ne ane Sohal Beata | Please make all payments (cheque/P.O.) to Flying Buffalo. 

Se Eee ee eT ee en ee ewe eer Add10% p&p to all orders. Please allow 14 days for delivery. 
FLYING BUFFALO, PO Box 100, 

| Radia A EXP hydest Cee eeuse ere ear POStCOUOR.. 5 scur leueseucdtl si tunam > > WD45 ] Bath St., Walsall, W. Midlands 
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PLAY-BY-MAIL GAME 


* FULL TIME GAMESMASTER 
* OVER 200 DIFFERENT PLAYERS 


closer , * FULLY DESIGNED FANTASY WORLD 
oan 


* BI-MONTHLY PLAYERS NEWSLETTER 


Goody-goodies got you down? 
Bored by the same, routine games? 
Wish you didn’t have to share the loot? 


* FLEXIBLE GAME SYSTEM GIVING 
FREEDOM OF CHOICE AND ACTIONS 


* 
Do you want something more challenging than BUNRING FOR OVER THO YEARS 


filling out a form or blackening a circle on a 


computer-read card? Crassimoff’s World is a PBM game of exploration and 
5 ss oe . . adventure. As a player you assume the role of chieftain 
Tired of restricting deadlines, high fees, and in a band of brave adventurers set on gaining knowledge 
little or no personal attention to what you want and power. Your party will set out from a small town, 
to do? knowing nothing about the world apart from a few 
rumours. As you travel you will learn more about the 
THEN land and its secrets, encountering other parties, races and 

creatures. 

Let DEVIL’S ADVOCATE GAMES take you away 

from it all! We offer three new—and unique— “There are tokens detailing magic, spells, creatures, 
alternatives to the plethora of existing, ho-hum parties met, artifacts, treasure, money, and many 
PBM's: other items which you discover as you play the game. 
KJC Games has been running Crasimoff’s World for 
WHODUNIT?—A game of mystery and sus- over a year now, and the effort the gamesmaster puts 
pense, set against the backdrop of a major U.S. into each turn never ceases to amaze me. Most players 


mabeeolis, A fledali wate Batet find themselves offered a different scenario each turn, 
pols. AS a Tleagling private aetective, or find that a new twist has happened to an existing 


can you make a name for yourself by solving adventure.” 
crimes in the crime-ridden ‘20's and ‘30's? 


; ; ‘ : As reviewed in 
Room 4 is an internationally famous (and in- 5 
famous) spy bureau, working for its own ends. Wa DOE A 
You are its newest agent. Are your skills up to 37 
the challenge of international espionage? 


. If you wish to enrol in Crasimoff’s World, send a £5.00 
REVENGE! is a totally new approach to fantasy cheque/P.O. payable to K.J.C. Games. For this you will 


PBM role-playing gaming. Instead of being receive a rulebook, set up material, the latest newsletter, 
bound to the usual goals of rescuing maidens and the first four rounds. Future rounds are £1.25 each. 
and chasing the Bad Guys, YOU can be the evil Copies of the White Dwarf review are available free of 
wizard, fiery dragon, or black knight. The only charge from KJ. Games. 

limitation on your character is your own imag- Betuen to: 

ination. ... K.J.C. Games, 5 Vicarage Avenue, 


i Clevel LANCASHIRE FY5 2BD 
Set-up is $6 per game; turns are $3 each. All of te a 


our games have been designed to allow max- 
imum player input throughout play. To enter, 
send check or money order to: 


DEVIL'S ADVOCATE GAMES 
P.O. Box 1117 
Beltsville, Md. 20705 U.S.A. ADDRESS. 1... ee eee 


K<——_—S—— Se CS Ce en Ore errr ern err er 


| Please enrol me in Crasimoff’s World. Enclosed is £5.00 for which | 
| receive the rulebook, set up material and the first four rounds. | 
Future rounds are £1.25 each. 


(Foreign orders, please add $1) 


| Return to: | 
| K.J.C. Games, 5 Vicarage Ave., Cleveleys, Lancashire FY5 2BD | 
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50-54 Manchester St., 
Liverpool L1 6ER. 
Tel: 051 236 2605 


boxed three volume set at £12.95. 


CHIVALRY & SORCERY Second Edition 
Chivalry & Sorcery 3 volume boxed set ........... 
C&S Sourcebook 2 supplementary material 


Bireme & Galley C & S naval combat 
Castle Plans 25 mm scale castle floor plans 
Fortification Plans 25 mm floor plans ......... 


AFTERMATH -— post holocaust rpg. boxed 
Into the Ruins. Aftermath scenano book 
Operation Morpheus. Aftermath scenario book 
DAREDEVILS rpg set in the 1930's. 

Boxed Set rulebook, scenarios, ref’s screen 


GANGSTER — criminal underworld role-playing 
Boxed Set rules, charts etc . 


CHIVALRY & SORCERY 2nd EDITION 

One of the original RPG's C & S is an historically based 
medieval role playing system. This new edition combines 
the details for which C & S was always justifiably famous, 
with new levels of rules clarity and organisation C & S 2isa 


Games 


MAIL ORDER TRADE 
Unit 20, Merrion Centre, 63 Allerton Rd., 85-87 Victoria St., 89 Victoria St., 
Leeds 2. Liverpool L18 Liverpool L1 6DG. Liverpool L1 6DG 


Tel: 0532 456376 
Shei & GENTLEMEN 


Naval role- 
Hearts of 


books, charts, tables, etc. Boxed £10.95. 

DAREDEVILS ADVENTURES 

A book of three separate adventures for the popular DARE- 
DEVILS RPG. International adventures to test the sangfroid of 
Soi of villainy. Complete with maps, characters etc 


ROLE-PLAYING GAMES 


FOR WAR, FANTASY 
AND 
SCIENCE-FICTION GAMING 


Tel: 051 722 9022 Tel: 051 227 1505 Tel: 051 236 2605 


15mm SPACE OPERA FIGURES 
The first four releases of a fine range of SF 15 mm 
miniaiures are now available. Supplied in packets of 5 
different figures, they combine quality design with 
sensible prices 55p per packet. 


SOH1 HUMAN ADVENTURERS SOA} ALIEN ADVENTURERS 
SOH2 HUMAN ADVENTURERS SOA2 ALIEN ADVENTURERS 


game set in the years 1750-1820. Includes 
ar les for naval battles with model ships, Three 


THE SPACE OPERA ROLE-PLAYING EiStEn 


Swords & Sorcerers. C & S supplementary material 


Homes & Hovels 25 mm cut-out medieval buildings . 
Towers for Tyrants 25 mm cut-out medieval keep 


Daredevils Adventures, book of three complete adventures 


BUNNIES & BURROWS - rabbit role-playing .. 


Space Opera: boxed set with rules, charts etc, 
VILLAINS & VIGILANTES 2nd Edition — Boxed set .................. £7.95 Martigan Belt: Scenario pack 
£12.95 and Edition rulebook only ; : o, £3.95 Alien Base: Scenario pack .. 
~ £4.50 Crisis at Crusader Citadel - intro adventure - » £3.25 Probe NOG 8436: Scenario pack 
£4.95 Death Duel with the Destroyers - V & V adventure v» £3.25 Vault of the Niet Queyon: Scenario pack 
£7.45 _isiand of Dr. Apocalypse — V & V Adventure .. £3.25 Incedus 3: Scenario pack i 
£2.95 FORCE -V& V adventure ....... £3.25 Rowson II: Scenario pack . 
. Cppopents Unlimited V & V NPC’ $ and their Fasolt in Peril: Scenario pack 
£3.25 anisations ..... .. £3.25 Star Sector Atlas 1: planets in the Terran Sector ‘ 
. wito WEST western role playing Star Sector Atlas 2: the Mercantile League ... 
£12.50 Boxed set rules, maps, charts etc ............ sa £8.95 Star Sector Atlas 11: the Conted System Allianc 
£3.75 Trouble on Windows Peak. Wild West scenario pack - £2.75 Outworlds: Star Sector & scenario ideas . 
£4.95 BUSHIDO Detailed rpg set in the Land of Nippon Ground Air Equipment: Sp Op heavy weapons .. 
Boxed set, rule books, maps, charts, tables etc ...... r vee £9.95 Seldon's Compendium of Starcraft: ship-plans 
£9.50 Valley of the Mists Bushido Scenario pack .. £3.25 Space Marines: expanded ground combat rules .. : 
£3.50 LAND OF THE RISING SUN ~ Samurai period Japan Po The Space Opera System continues to expand. Available soon will be 
Boxed set, rules, charts etc . ; . vo, £9.95 another fine adventure, OPERATION PEREGRINE. The task for the 
£7.95 MERC modern mercenary pa. skirmish wargame players is to smash a highly organised criminal syndicate. Full of 
£3.95 Boxed set, rules, plastic overlay, charts etc série RO 


fascinating and original NPC’s & encounters. It’s tough! 


= 
FGU BOARDGAMES (BG) & RULES R TSR UK Lid. AVALON HILL fantasy/st boardgames 
FANTASY GAMES SYSTEM Diadem: Science Fiction — ) M a D & D Basic Set rules, dice, adventure £8.95 Alpha Omega ... .. £10.45 
Rulebook (2nd edition) £3.95 Lords & Wizards: Fantasy BG rece D& DO Expert Set, rules cice. adv £8.95 Amoeba Wars .. . £11.95 
x ( Salers : Y Colony Delta: Science Fiction BG £7.95 | 08D Basic Rules only £3.95 Dragon Hunt - £11.95 
Tunnels & Trolls. Boxed Set £6.95 Oregon Trail: BG. Good solo £9.95 D&D Expert Rules only £3.95 Dune .... . £11.95 
Naked Doom Solo Dungeon £2.25 Star Explorer: BG Excellent solo £9.95 D & D Character Records sheets £2.50 Freedom in the Galaxy . £14.75 
Sorcerer Solitaire Solo Dungeon £2.25 Archworld: Rules for fantasy battles £3.25 AD&D Dungeon Masters Guide £9.95 Magic Realm £11.95 
Sword for Hire Solo Dungeon £250 | Gaincic Conquest: SF APG rules £2.28 | AD&OPlayers Handbook £8.95 | Starship Troopers .. ait £11.95 
Labyrinth Solo Dungeon £2.25 ‘Odysseus: History based fanias 69°95 AD & D Monster Manual £8.95 Titan £11.95 
Butfalo Castle Solo Dungeon . £2.25 ys y y ne : AD&D Deities + Demigods £8.95 Fi % 
Royal Armies of the Hyborean Age Were, Yes} UFO £4.95 
City of Terror Solo Adventure £3.85 |  Starships & Spacemen: SF RPG 63.95 | £28DFienc Folio £6.95 | Wiza £11.95 
Beyond the aa Pane Solo D £3.00 bas z AD & D Dungeon Masters Screen £4.95 Wizard's ” $14.95 
rena of Khazan Solo Adventure .. £2.50 AD&D Character Record sheets £3.50 2 i 
Weirdwarld Solo Dungeon £225 | STANDARD GAMES AD & D Player Character Folder £3.50; |i) Cena eco oe 
Overkill Solo Dungeon i £2.25 & PUBLICATIONS AD 8 ONPC Character Record sheets £3.50 Gladiator - ” $7'95 
Dungeon of the Bear Levels 1,2,3 , £3.50 Cry Havoc — medieval skirmish game 9.95 | 4080 DMs Adventure Log £3.50 Down with the Ki : | $8.45 
Uncle Uglies Underground £1.50 | City of Sorcerers — fantasy boardgame e915) || (osubs. Gallen NPC sials S980 |” Gunginght moore, £14.95 
fesob-hepoteeg eters 75P | Starship Captain - SF boardgame £1295. | “amasme ronence +4 Mechiavell "$10.45 
Adve' Saree reer) v 
Goblin Lake Solo Adventure ..... S766 || see eee gene eR eon Haves er Shootout atOK Galany)~ Ade PO. dar ae 
Catacombs o! the Bear Cult 1 ves £3.00 The Forest — new map for Cry Havoc E2e5) | Gree ne: aie £14.95 
ne? pt Mystery poe ene . rake Dungeon Floor Plan — role playing aid . £2.50 Ee Be sash ae Moon Patrol:* Atté . £18.95 
eOor Sue pense. Oe wy : Dungeon Accessory Pad as above £2.50 | M1 Solo Module each £4.50 
pectin evar oro una £3.30 | Felt hex — cloth playing surface; blue, sand MODULES ~ EXPERT D&D - £13.45 
lue Frog Tavern Solo Adventure £2.50 | or green. All with printed hex grid £12.95 | X1:X2: x3: x4 each £3.95 , £14.95 
Misty Wood Solo Adventure £2.50 | Clear Plastic Hex Sheet - overla £1.80 | MODULES-AD&D £11.95 
City Book Aid for all FRP systems £7.50 ¥ : * Sari 
; $2 £2.95 Empire of the Overmind:* T48 A48 At40 . £21.95 
raiketbe ‘2 fg oakylonidnmc a 3 {3 TRAVELLER A1; A3; C2: D3; $1, Tt each £3.50 Voyeuer ts 2° TC16 T16 A32 At32 P32 ....... £14.95 
" _ A2: Aa, 11 12.N1 h £3.95 
Seater Easton Traveller “= U2: Lt. UK1. EXt, EX2 each £3.98 Seaee’ Rtalions Duke Ae = : tse8 
NICE DICE PRICE! De Lure Boxed Sai es | SiGe weenes0 | Teenfards Ata Giese 
Standard polyset 6 dice £1,20 Book 4: Mercenary .. . £2.95 Dragon Magazine £2.50 Vorrike + Alas £18.95 
Or with inked numerals ....... £1.30 | Book 5: High Guard £2.95 Gamma World £6.50 GFS Sorceress:* At40 A48 T48 - £21.95 
Deluxe polyset with inked numerals £1.30 | Official Traveller Supplements each £2.50 G W Modules: GW1. GW2 each £2.95 KEY — "= oncassete; += on disc; P= Pet A= Apple 
Fireball polyset £1.50 | Official Traveller Adventures each £2.50 | GW Mini Module & Reteree’s Screen £2.95 | 41; At= Atari; T= TRS 80; TC= TRS Colour; 
os = hasnap Pinte u i Official Traveller Double Advs. each £2.50 Boot Hill ape - eoee numbers= memory required in K. “A 
(f iyse! 5 H Modules: BH1. BH2; BH3 eac! 95 
Or with inked numerals £2.25 TRAVELLER COMPATIBLE GAMES BH Mini Module & Reterees Screen £2.95 
Five assorted colour D6 he Mayday £6.95 Top Secret (including Module 1) £8.50 
30 sided dice ........... : . 70p hi TS Modules: TS2; TS3, TS4 each £2.95 
es Sei ae | Se e688 | TSMeNSubs Reece ssc 8S RAR IIA AI II 
ep eri ad Sat aoa DUARTE AT Ges - £995 | GB Mocules | GB1, G2 each £295 
ICE Fifth Frontier War £11.95 i 
Starfrontiers (inc. Module 0) £8.95 
Striker £10.95 MAIL ORDER SERVICE 
S F Modules; SF1 SF2 h £3.95 * 
Fire & Movement Issue 34: Attack in the Ardennes: SF Mini Module & Referees Screen ae £298 HERE'S WHAT WE OFFER: 
Rockets Red Glare; Ancient War-gaming (WRG | RUNEQUEST Oawn Patrol £8.50 : 
Rules); Computer Games. Boxed Set : £8.95 Fantasy Forest 4,95 . A VERY FAST TURN ROUND 
Rules only £5.95 Endless Quest Books each 95p POST PAID ON ORDERS OVER £6.00 
The Space Gamer Issue 64: Western scenario; Star , * INFORMATIVE FREE NEWSLETTER 
; \ Cults of Prax , £5.95 Ares (S F/Fantasy mag + game) £3.95 
Trek; Ogre; Interviews; news; reviews Trolipack £14.95 * SPECIAL OFFERS 
“Both are £1.75 each per issue Runequest Character Sheets £1.99 MAN, MYTH & MAGIC * TELEPHONE ORDERS 
*Six issue sub (inc. p&p) £10.50 rescore . aa a Boxed Set with introductory module £14.95 BY CREDIT CARD 
"Back ailable h iF 4 ; ‘ 
Back issues avai Borderlands £12.95 Kinga eee, pers 3. Details of how to order are given elsewhere on 
Soloquest 1 £4.95 Newgrange Reactivated ¥ ie page. had Not give us a try - you probably 
BARCLAYCARD Soloquest 11: Scorpion Hall £4.95 | The Glastonbury Labyrint a eserve 8 pleasant surprise: 
porque 111: Snow King's Bride £4.95 Ascent to Hell ... £3.95 
avis : £14.95 
VISA Runequest Rules in Hardcovers WILDERLANDS CAMPAIGN > &. &. @. @. 0, 0. 4.0.0.4. 4. 4 
trom JUDGES GUILD 
STEVE JACKSON GAMES Giy Slate of Invincible Overond 8680 
WHY NOT ORDER BY TELEPHONE USING Car Wars: motorised murder and Wraith Overlord ’ $8.95 
ACCESS OR BARCLAYCARD mayhem £3.95 | Glory Hole Dwanen Mine. ae TRADE ENQUIRIES 
save the trouble of sending a letter and | Car Wars Exp Kit) moremm & m £2.25 | Wilderlands of High Fantasy ’ 6650 MOST ITEMS ON THIS PAGE ARE 
cheque. Seaaronie em te cov dies 43 ae Wilderlands of Fantastic Reaches . . £6.50 AVAILABLE TO THE TRADE 
Truck Stop: CW big rig supplement £3.95 Fantastic Wilderland Beyonde ...... £6.50 SEND FOR FULL LISTS 
WE PREFER THIS METHOD. We can try 10 |  aitoguel Quarterly Issue 1. Car wars mag _. £1.75 Wilderlands of the Magic Realm £6.50 
anwswer any queries and you will also be sure you Ogre: classic game of super tanks £3.95 T 
Al 
are getting exactly what you want and sooner GEV: expands upon the Ogre idea £3.95 eaves BATTLES: DRAGONQUEST ROLE PLAYING SYSTEM 
normally be return of post. Battiesuit: power armoured infantry £3.95 Expansion Module 1 Boxed Set . . £8.50 
P&P Order value over £6.00 Free illuminati: the stealthy alternative £4.25 H é 
La Ok y Expansion Module 2 .... jardback Book . £7.50 
Order value up to £6.00 Add 25p Ronirad ronrgla ne 18 3 Sach eed Expansion Module 3 prcrenian Woad £3.95 
lecromancer. wizard combai B F pets rontiers of Alusia £2.95 
OVERSEAS TRADE ORDERS WELCOME CB Heroes. latest releases £1.99 Eats bate Dac A Palace of Ontoncle .. $2.95 


Please mention White Dwarf when replying to advertisements 


LET’S SMASH SKULLS 


WARHAMMER is the long-awaited 
dual system for fantasy gaming 
written by Citadel Miniatures’ 

own Bryan Ansell, Richard 
Halliwell and Richard Priestly. 
Whether you enjoy role-playing 
adventures or mass battles, 
it’s all here for you in this 
three volume boxed set. 
Simple enough for the 

novice to learn, yet meaty 
and innovative for the 
experienced gamer to 
enjoy. 


WARHAMMER gives you rules for Movement * Psychological Factors * Shooting * 
Combat * Flying Creatures * Fighting Tabletop Battles * Fighting in Dungeons * 
Creature Lists * Wizards and Magic * Spells * Necromancy * Random Generation * 
Enchanted Objects * The Games Master * Player Characters * Creating Adventures * 
Character Advancement * Injuries * Starting Expeditions * Running Campaigns * 
Encounter Charts * plus two special scenarios: THE ZIGGURAT OF DOOM and 
THE REDWAKE RIVER VALLEY. 


WARHAMMER is available in better shops everywhere or, in case of difficulty, available post free 
at £5.95 from Citadel Miniatures, 10 Victoria Street, Newark, Notts. (Telephone: 0636 77495). 
Please make cheques payable to Games Workshop Ltd. 


The new STAR FRONTIERS" science fiction role play- 
ing game from TSR is a real breakthrough. We’ve 
deliberately kept the basic rules and character estab- 
lishing stages as short as possible, so you get into the 
game faster. Then, STAR FRONTIERS” game offers 
almost unlimited adventure development with a giant 
60 page expanded games rule book covering character 
‘progression, skills, movement, expanded combat, 
vehicles and vehicle combat, creating creatures, 
equipment, frontier societies, and with guidelines for 
refereeing and creating an adventure. Don’tsettle for 
anything less than STAR FRONTIERS” game — it'll 
change your opinion of science fiction role playing 
games. 


Available from better games shops now, or write to: 
" TSR Hobbies (UK) Ltd, 


The Mill, Rathmore Road, 
The GameWizards Cambridge CBI 4AD 


‘1982 TSR Hobbies Inc. All rights reserved. 


STAR FRONTIERS is a trademark owned by TSR Hobbies Inc 


ISRs STAR FRONTIERS game 
— the playable one 


EXCITING ADVENTURE 
ON ALIEN WORLDS 
FORSORMORE PLAYERS AGES 10 AND'UP 


chBame Ls 


